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Over 50 games. With more being conceived every day. 


Explore the ever-expanding family of XBOX games, such as Spider-Man™, Tony Hawk's Pro-Skater 3™, RalliSport™ Challenge 


and Halo™, named Game of the Year by Electronic Gaming Monthly and IGN.com. Every game demonstrates 


the awesome graphics and gameplay only available on XBOX. So, stand back and watch us multiply. 


xbox.com.au 


OFFICIAL 


3» THE BEST XBOX NEWS AND REVIEWS 


PLAYABLE 


THE EXCLUSIVE SOURCE FOR PLAYABLE XBOX DEMOS 


FIRST 


X» NEWS, PREVIEWS & REVIEWS BEFORE ANYONE ELSE 


HE OFFICIAL Australian Xbox Magazine is written by 
a group of experienced gamers who've spent their lives 
playing games. We believe that games are the most 
exciting form of entertainment there is. This magazine will 
reflect that at all times. 


»» WE BELIEVE THAT the arrival of Xbox represents one of 
the most important developments in video games. Xbox 
will not 'kill' the PS2 or GameCube - and as gamers we 
wouldn't want it to. However, the power and 
technological innovation offered by Microsoft's new 
machine will result in better games and more choice for 
Xbox owners. 


BEING THE OFFICIAL Australian Xbox Magazine means 
that we are in the best position to give impartial, honest 
review scores. We don't do any deals to get access to 
finished games. As a result, we're in the best possible 
position to give you what you deserve - balanced, 
objective and accurate reviews on which to base your 
buying decisions. 


MICROSOFT HAS no access to, or influence over, the 
Official Australian Xbox Magazine. The company's 
involvement ends once it has made available to us 
materials we need for the magazine, and it will only read 
our reviews when you do. 


HOWEVER, BECAUSE we are the official magazine, we 
have unprecedented access to the newest Xbox games in 
development and the people making them. Our coverage of 
forthcoming titles will take you closer than ever before to 
the most exciting new games. We will talk to the developers 
and publish the best new screenshots before anyone else. 


>» OUR OFFICIAL STATUS allows us to get closer to every 
Xbox story, rooting out the truth from the rumours and 
speculation. Because we can go directly to the people 
involved, you can be assured that every story in the 
magazine will be accurate and truthful. 


»» THE OFFICIAL AUSTRALIAN XBOX MAGAZINE is part of 
a huge network of games journalists across the globe, ready 
to visit games developers wherever they are and report 
exclusively for the Official Xbox Magazine World Network. 


»» WE BELIEVE that the readers of the Official Australian 
Xbox Magazine are one of our most important assets. 
While it's our job to provide you with the demos, news, 
previews and reviews you need, we want to be a place 
where your opinions and expertise can be shared with 
the new Xbox community. 


nn« OFFICIAL AUSTRALIAN 


MAGAZINE 


T'S TIMES LIKE this | hate having to pick the Game of the Month. 

Really, | do. On one hand, the average consumer might buy 

one or two games a month, and the average reader of this 

publication would put a lot of weight on the game we give our 

highest monthly recommendation. And that's why, on the other 
hand, this being the beginning of the crucial Christmas period (about 
eight weeks to go!), software publishers are extremely touchy about 
how well their games go down. 

This month sees the release of Splinter Cell (World Exclusive 
review on page 048) and Blinx the Time Sweeper, both of which 
| would spare no hesitation in shelling out the $200 for; and which 
we, with some reluctance, have the job of differentiating between, 
and with a wave of our magic wand, declare “If you buy only one 
game this month, make it this one, for it is the Official Australian Xbox 
Magazine's Game of the Month”. 

Bah! They are all must-haves, for different reasons. Blinx is the 
first truly original, not to mention brilliant, platformer to hit the market 
in years; and Splinter Cell is simply the best and most important title 
to be released on Xbox since Halo. 

At the end of the day, though, we must ultimately abide by our 
own policy and give the Game of the Month award to one of them; 
but let not the absence of a Game of the Month tag deter you from 
buying the other. You'd only be doing yourself a disservice for missing 
out on such fine gaming experiences. 

Then, of course, there are the supporting titles for the month. I'm 
thinking of games like Madden NFL 2003, The Thing, Kelly Slater's Pro 
Surfer, Baldur's Gate: Dark Alliance, Quantum Redshift and Silent Hill 2. 
These niche titles are compelling entertainment in their own right and 
are thoroughly deserving of your attention. All they lack is the instant 
superstar sheen that, to be frank, Splinter Cell and Blinx have in spades. 
For some of you it could rightly mean your total spend for the month 
might be as much as five or six hundred bucks! 

Also in this issue is a special little feature dedicated to the 
readers: a collection of all the best Halo 2 ideas you've got. 

Enjoy the issue. 


KEVIN CHEUNG 
EDITOR, OFFICIAL AUSTRALIAN XBOX MAGAZINE 


HOT THIS MONTH 


SPLINTER CELL 
All revealed on page 048 


BLINX 
Go to page 054 now! 


YOUR HALO 2 IDEAS 
Starts at page 040 


WIN FREE STUFF! 
Great gear at page 027 


WORTH A THOUS 


* The character you choose determines how the action and event scenes unfold! 
* A multitude of play modes, including 2 player versus and cooperative! 
* More than 40 playable characters with event scenes in full voice! 
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EXCLUSIVE PLAYABLE GAME DISC 
AUSTRALIAN XBO) 


ONLY AVAILABLE WITH THE OFFICIAL 1X MAGAZINE 


Am HUNTER THE RECKONING 


ON THE OSE 


PUT THAT SANDWICH DOWN, the guide 
to Game Disc 08 is here. You'll be glued 
to your seat by FOUR of the newest and 
most exciting Xbox playable demos. 
Crazy Taxi 3 is first on the grid, 
presenting three minutes of play in the 
new Xbox-exclusive Glitter Oasis level. 

If you're hungry for something darker, 
why not play through our huge, three 
level demo of Issue 05's Game of the 
Month, Hunter: The Reckoning? 

And if you're looking for carnage on 
an epic scale, then Battle Engine Aquila is 
sure to satisfy. 

Finally, Taz is Wanted by Yosemite 
Sam in our four-minute demo. There's 
also a two-player Shopping Cart Dash. 

This month, we've got more game 
movies than ever before, with Rayman 3: 
Hoodlum Havoc at the top of the list 
alongside the cel-shaded first-person 
shooter, XIII, as well as the mighty bald 
silent assassin, Hitman 2. 

Legendary filmmaker John Carpenter 
offers some insight into The Thing in a 
brand new interview and we also quiz 
Turok: Evolution creator Dave about his 
dino blaster (Issue 07, 78) 

Also this issue, you can see some 
truly spectacular stunts in our Ultimate 
Warthog Jumps video. 

Hope you enjoy the disc! 


WHAT YOU GET 


Three minutes, one Glitter Oasis and four crazy cabbies 
to choose from - Angel, Bixbite, Mrs. Venus, and Zax. 


LEFT THUMBSTICK STEER 
E oO RIGHT THUMBSTICK NOT USED 
Or PAD STEER 
( A BUTTON REVERSE 
B B BUTTON DRIVE 
x. XBUTTON NOT USED 
[ Y BUTTON CRAZY JUMP 
" L TRIGGER BRAKE 
R R TRIGGER ACCELERATE 
@ WHITE BUTTON CHANGE ARROW 
BLACK BUTTON NOT USED 


^. Sky high? That's craaazy. 


WHAT YOU DO 

Pick up fares by stopping your 
taxi within the different coloured 
circles they stand in. Once 
they're seated, take off and 
follow the green arrow to their 
chosen destination. The quicker 
you get there, the more money 
you'll earn. Take too long and 
your fare will leave you high and 
dry. Fares with small green 
circles around them require the 
longest and most difficult 
journeys but offer bigger tips 
and bonuses. For the more 
cautious cabbie, fares with large 
red circles around them require 
short and simple journeys. 


TOP TIPS 

You can earn extra tips by 
driving close to the other cars on 
the road. Try to score a Crazy 
Through combo by not crashing 
into any of them. This is easy to 
achieve when you see lines of 
cars parked at the traffic lights. 
Also, quickly press Reverse and 
then Forward before a cold start 
for a speed burst. 


ANYTHING ELSE? 

A new feature in Crazy Taxi 3 is 
the ability to pick up multiple 
fares - just find a group with a 
blue circle around them. If you 
pick up three at once you'll get 
triple tips for each Crazy 
Through, Drift and Jump. The 
downside is that multiples are 
impatient and won't pay unless 
you reach all their destinations 
in double-quick time. 


^* Grab those crazy fares. 


HUNTER: THE RECKONING 


WHAT YOU GET 

Fight alone or with a trio of buddies through the first 
three levels. Choose from four fearless slayers - Avenger, 
Defender, Martyr and Judge - each one committed until 
the undead hordes are all well and truly dead. 


€» LEFT THUMBSTICK MOVE 


3 RIGHT THUMBSTICK AIM 
cs DIRECTIONAL PAD CAMERA 
( A BUTTON ACTION / RELOAD 
B B BUTTON SWITCH SPECIAL 
X X BUTTON SWITCH BASIC 
[3 Y BUTTON SWITCH EDGE 
L L TRIGGER JUMP 
R R TRIGGER ATTACK 
@ WHITE BUTTON RELOAD 
BLACK BUTTON TAUNT 
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^* Zombie-tastic! 


WHAT YOU DO 

Enter the zombie-infested 
subway and follow the advice 
of your guide. Find all eight 
blue glyphs in the subway area 
and activate them by pressing 
the A button. Exit the subway 
via the green glyph once that's 
done. There are five innocents 
to rescue before you can exit 
the second level. Save them by 
walking up to them and 
pressing the A button. 
Terminate all the zombies on 
the third and final demo level, 
it's that simple. 


TOP TIPS 

In multiplayer mode, the 
number of zombies will often 
reach epidemic proportions. If 
you see a friend being 
overpowered, attract the 
enemies' attention by pressing 
the black button. This should 
give your fellow slayer a chance 
to regroup and reload. 


ANYTHING ELSE? 

Each of the characters has a 
different magic power or 'Edge'. 
Use them to your advantage, 
especially in multiplayer mode. 


BATTLE ENGINE AQUILA Five 


GAME DISC // DEMOS, MOVIES AND MORE 


WHAT YOU GET 


One complete mission from the game. You've never 
seen intergalactic war on such a massive scale as this. 


j 


© DIRECTIONAL PAD 


A BUTTON 
B BUTTON 
X BUTTON 
Y BUTTON 
L TRIGGER 
R TRIGGER 
WHITE BUTTON 
BLACK BUTTON 
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©) LEFT THUMBSTICK MOVE / ACCELERATE 
<> RIGHT THUMBSTICK LOOK 


ZOOM 


AIR BRAKE 

NOT USED 
TRANSFORM 

NOT USED 
CHANGE WEAPON 
FIRE 

NOT USED 

NOT USED 


^ We're gonna need a bigger robot... 


WHAT YOU DO 

During a routine transport 
operation on Apollo, Battle 
Engine Aquila finds itself 
ambushed. The invasion force 
has established itself in the 
foothills of an island. Your job is 
to protect the convoy and 
augment the firebase's mortar 
attacks with your own firepower. 
Together with your fancy flying 
skills, and the help of the base's 
firepower, you WILL defeat the 
enemy and drive them back 
from whence they came. 


TAZ: WANTED 


WHAT YOU GET 


Four minutes of play in Looningdale's shopping mall. 
There's also a nifty two-player shopping cart race mode. 


A BUTTON 
B BUTTON 
X BUTTON 
Y BUTTON 
L TRIGGER 
R TRIGGER 
WHITE BUTTON 
BLACK BUTTON 
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©) LEFT THUMBSTICK 
-A RIGHT THUMBSTICK 


(9) DIRECTIONAL PAD 


MOVE 
CAMERA 


MOVE 


JUMP 

SPIN 

ATTACK 

EAT / SPIT 
TIPTOE 

LOOK 

ROTATE CAMERA 
ROTATE CAMERA 


WHAT YOU DO 

Your job in this demo is to 
eliminate the four “Taz: Wanted" 
posters hidden in the level, and 
then to find and eat up to 50 
tasty sandwiches. Each of the 
“Taz: Wanted” posters is 
protected by a devilish puzzle 
for you to solve. In the two- 
player Shopping Cart Dash 
mode, the goal is to race your 
friend around three laps of the 
mall by tapping the B button. 


A 


^* Use Taz's special abilities. 


TOP TIPS 

Battle Engine Aquila can transform 
between a robot and fighter, but 
can only stay airborne for a short 
time - displayed as a blue bar in 
the centre of your HUD. 


ANYTHING ELSE? 

Mobile missile launchers and 
small airborne fighters pose the 
most serious threat to your 
Transport vessels. Make these 
enemies your priority and deal 
with the other enemies once this 
threat has been neutralised. 


TOP TIPS 

Walk inside any of the telephone 
boxes in the mall to change Taz's 
costume. There are ten different 
disguises in the complete game 
and each one awards Taz with a 
special ability. The costume in 
this demo level gives Taz the 
power to create enemy-stunning 
sonic waves. 


ANYTHING ELSE? 

Taz can eat items of furniture by 
pressing the Y button to gobble 
them up. Press the Y button one 
more time to turn any offending 
item into a spit-covered 
projectile weapon. 
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CARPENTER 
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Ubi Soft 


\ Preorder any upcoming New Product 


\ EB is your gaming headquarters 


when you trade in 
2 X»xeox games 


Some exclusions may apply 


Rating: MA15+ 


- 


We Guarantee the Lowest Prices Everyday! 
If we do not have the lowest price already we will match it! 


No Fuss 7 Day returns 
If you are not happy for any reason with your purchase we will offer a refund or exchange. 


Played it out? Trade it In! 
Bored with your old Console Games? Trade them towards anything else in the store. 


We will have it in store the day of release. 


EB's friendly and knowledgeable staff will help you with your every gaming need. 


Browns Plains 07-3800-8266 


Cairns Central 07-4051-7100 
Cairns Stockland 07-4054-3366 
Capalaba Park 07-3245 4311 
Carindale 07-3395-4411 
Chermside 07-3359-5577 
Clifford Gardens 07-4634-0604 
Garden City 07-3349-0566 
Indooroopilly 07-3378-3222 
K 


awana Waters NOW OPEN! 


Logan Hyperdome 07-3209-8944 

Morayfield 07-5428-2188 

u Mount Ommaney 07-3376 8333 

when you trade in 8 Myer Centre 07-3211-7236 

Pacific Fair 07-5527-5722 

" Redbank Plaza 07-3437-8600 

Pla Station or N64 ames Rockhampton Fair 07-4927-0600 

y Sunshine Plaza 07-5443-7975 

Strathpine 07-3205-7447 

Some exclusions may apply. See staff for details. ad A MA et 

Townsville 07-4779-3366 

Tweed Mall 07-5536-4777 

Albury 02-6021-6227 

M Bankstown 02-9790-8518 

k Blacktown NOW OPEN! 

s Burwood 02-9745-6777 

: Carlingford Court 02-9873-4668 

~ Castle Towers 02-9894-5372 

Charlestown Square 02-4942-5959 

Chatswood 02-9412-3400 

Eastgardens OPENING SOON! 

Erina Fair 02-4365-6223 

Greenhills NOW OPEN! 

idw 02-9476-0988 

Hurstville 02-9570-8540 

Kotara 02-4957-8328 

Liverpool 02-9734-0188 

MacArthur Square 02-4627-7277 

MacQuarie Centre 02-9887-3879 

Miranda 02-9531-0110 

Moore Park 02-9313-7820 

Mt. Druitt 02-9832-3133 

Parramatta 02-9635-1878 

Penrith Plaza 02-4722-8427 

Stockland Wetherill Park 02-9725-5410 

x rnb Tuggerah 02-4353-5360 

eo e eet mt Warawond 02-4274-8555 

Warringah Mall 02-9939-0105 

Ubi Soft Rating: MA15+ Winston Hills 02-9624-4160 

Airport West 03-9338-9044 

Broadmeadows 03-9351-1199 

Chadstone 03-9563-2666 

Dandenong 03-9793-8011 

Doncaster 03-9840-2980 

Eastland NOW OPEN! 

Forest Hill Chase NOW OPEN! 

Fountain Gate 03-9705-6400 

Frankston Town 03-9770-0117 

EACH Greensborough 03-9432-2400 

Highpoint 03-9317-5799 

Keysborough 03-9701-5371 

Northlands 03-9471-4028 

a Southland 03-9585-6966 

when ou trade in 2 Watergardens 03-9449-0555 

y Wendouree 03-5339-1089 

Werribee Plaza OPENING SOON! 

games Belconnen 02-6253-4210 

Canberra Centre OPENING SOON! 

Tuggeranong 02-6293-9507 

JEDI KNIGHT gp T Some exclusions may apply. Woden Plaza 02-6232-4723 

OUTCAST See staff for details & latest release dates. : WEG 
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Carousel 08-9358-4644 

L Galleria 08-9276-7170 

Ucas Arts Hay Street Mall 08-9202-1780 

Karrinyup 08-9244-5981 

Whitford City 08-9401-5315 

Arndale 08-8243-1699 

Collonades 08-8384-3800 

Golden Grove 08-8251-7666 

Marion 08-8296-8100 

Tea Tree Plaza 08-8395-7803 

Eastlands 03-6244-5320 

Northgate 03-6273-0277 

Casuarina 08-8927-8856 
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YOUR HALO 2 IDEAS ! Eo A 


You ask for ‘em, we print ‘em. A compilation a à , 
of the best ideas you had for Halo 2. M QUANTUM REDSHIFT // 070 


SEGA SOCCER 
Soccer fever takes hold again as Sega 
presents a completely new take on the sport! 


oft, 


RANC 128 TOM CLANCY'S SPLINTER CELL 


Star-studded rollerblading action, sure to give Saying it's a Metal Gear Killer is an understatement. Read our World Exclusive 048 
Aggressive Inline a run for its money. Review to find out why this is the game you absolutely must buy for Christmas. 
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SEGA SOCCER SLAM 
ROLLING 


» INCOMING. NEWS 


MICROSOFT BUYS RARE 
LAMBORGHINI 

SEGA GT 2002 

KUNG FU CHAOS 
HARDWARE IN FOCUS 
MECH ASSAULT 

IN MY OPINION 

HARRY POTTER 2 
X-MEDIA 

CHARTS 


3 »SPECIAL FEATURE 
KELLY SLATER'S PRO SURFER 
Best surfing game bar none; plus an 
exclusive interview with Tom Carroll! 060 


YOUR HALO 2 IDEAS 


2»RENIELUG 


TOM CLANCY'S SPLINTER CELL 
BLINX THE TIME SWEEPER 
KELLY SLATER'S PRO SURFER 
BLADE 2 

MAT HOFFMAN'S PRO BMX 2 
EGGO MANIA 

NFL FEVER 2003 

QUANTUM REDSHIFT 

CHASE 

BRUCE LEE: FIST OF THE DRAGON 
THE THING 

MYST Ill: EXILE 

NHL 2003 

SILENT HILL 2: INNER FEARS 
BALDUR'S GATE: DARK ALLIANCE 
MADDEN NFL 2003 

HITMAN 2 


i MAT HOFFMAN'S PRO BMX 2 
d a Find out if the Tony Hawk formula can be 
4 MADDEN NFL 2003 // 088 applied to the world of freestyle BMX. 064 
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Microsoft produces a real contender 054 
for the platforming crown! 
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SEGA SOCCER SLAM 


No holds barred football with an arcade twist 


WORDS: GAVIN OGDEN 
GAME INFORMATION 


FOR MANY, THERE are only two 
[>] serious football games worth 

bothering with: /SS and FIFA. But, 
now that the comedy arcade footy title 
Red Card has moved the goalposts, here's 
another sod-the-rules take on God's game. 

Originally planned as a GameCube 
title, Sega Soccer Slam is coming to Xbox 
with new teams and a few modes not 
included in any other version. Rather than 
an eleven-a-side simulation of the world's 
greatest sport, the game pits fantasy teams 
of four in a brawl with a ball. 

Six different game modes make up 
the Sega Soccer Slam package. These are 
Continental Cup, Quest, Arcade, Challenge, 
Tourney and Practice. While all the modes 
are pretty self-explanatory, there are hidden 
goodies waiting to be uncovered in each. 

For example, success in the Quest 
Mode unlocks secret stadiums and items 
that can improve your performance. 


Die OFFICIAL AUSTRALIAN 


Each character has been given 
special powers and moves that, if 
executed properly and at the right time, 
can win the game. Every team hails from 
a different region and comprises a variety 
of caricatures that you can’t help but 
smirk at due to their over-the-top acting 
and attitudes. 

During the game, a spotlight can 
appear on the field giving you a quick 
window of opportunity to shoot skyward 
with the ball and ‘slam’ it into the back of 
the net. All played out in slow motion 
bullet-time, goodness. 

Controlling your players will come 
naturally for those who love sports 
games. The A button allows you to pass 
between players, while the X button 
shoots. Holding the latter down also 
boosts your shot power. 

Tackles with the B button lead to the 
defender in question taking a quick swing 
at the player on the ball - usually 
knocking them off their feet instantly. 

A quick press of the Left trigger opens 
up the special move function. And 
depending on the team you're playing as, 
this will unleash a unique attack that 
even our very own Ben Talbot would be 


able to score from. Probably. 
We're already having tonnes e 
of fun with this game. More soon. 


MAGAZINE 


¢ You can also control the goalie; here, the keeper is cutting down the angle. 


WORLD EXCLUSIVE FIRST LOOK SEGA SOCCER SLAM 


^ Big explosions mean you've pulled off a special move and should score. ^ Rain will never stop this kind of play. 


BONUS 
INFO 


>> YOU BEGIN THE 
game with 18 cartoon- 
like characters that 
form six teams, each 
with signature abilities. 
For example, Team El 
Fuego burst into flames, 
Team Tsunami turn into 
walls of water and 
Team Volta snap with 
electricity when they're 
powered up. New 
teams become available 
once you've mastered 
the many different 
modes in the game. 


FIRE IT LIP 


DURING A MATCH, it's possible to 

power-up your combo meter for the 

ultimate in spectacular shooting. As 
you pass, tackle and execute charged-up shots, 
your combo meter will fill. When it's maxed 
out, the words 'Killer Shot' begin to flash. 
Next time you have the ball, simply hold the 
pass and turbo buttons and wait for a green 
circle to appear. During the subsequent 
bullet time finale, you get a quick chance to 
aim your shot where you want. Move a i 
player inside the circle, hit shoot and get 

ready to celebrate like never before. 


<r EBACE OW. x 


^* Move the red cursor to place your shot. 


» DIGITAL BROADCAST: DURING THE 1994 WORLD CUP, GERMAN PLAYER STEFAN EFFENBERG WAS SENT HOME BECAUSE HE GAVE THE FINGER TO A FAN DURING A GAME. 
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Strap on your inline skates for some online action 


WORDS: GAVIN OGDEN 


DEVELOPER: RAGE 
PUBLISHER: RAGE 

RELEASE DATE: MARCH 2003 
PLAYERS: 1-8 


ROLLING IS RAGE'S second game 

to be confirmed for Xbox Live 

(the first being Lamborghini, see 
page 018) and, according to producer 
Kristian Ramsay-Jones, online play is one 
of the most exciting aspects of this inline 
skating romp. "Xbox Live is an essential 
part of Rolling since it will give players 
the facility to play a matched multiplayer 
game from any geographical location. 

"Players will be able to use the 
game's character editor to create any 
character they want and then take it into 
a multiplayer game. 

"The Xbox Communicator is used to 
talk, there is a friends facility to construct 
your own community and cross-game 
invitations can be given while playing 
other Xbox Live games." 

Multiplayer matches will range from 
the usual head-to-head modes to stealing 
your opponent's scores or spraying graffiti 
around the level. "We've designed the 
multiplayer games so that some will 


require a great degree of skill at pulling off 


tricks, whereas others will hardly require 
the player to do any tricks at all." 

But Rolling isn't all about online, 
blade-grinding battles. The single-player 
game also has a great amount of depth. 
"The only other decent rollerblading 
games on Xbox are Jet Set Radio Future 
and Aggressive Inline," explained 
Ramsay-Jones. "Jet Set Radio Future is 
amazing but isn't a direct competitor, 
while Aggressive Inline is fun to play 
but ultimately not as deep." 

Ramsay-Jones and team set out to 
create the "Tony Hawk's of rollerblading” 
by including all the tricks from the sport, 
recreating real venues and giving the 
player enough freedom to do anything 
he or she wants. 

"In terms of unique features, we 
have a character editor that's way ahead 
of anything seen before, in any game. 

It allows players to blend faces and 
bodies from one character with those 
of another in order to create a character 
looking exactly as required, with the 
minimum of messing around. 

"There are also video shoots, photo 
shoots, a reputation-driven Career mode, 
over 1800 items of clothing and 
accessories from literally every brand in 
the sport, over an hour of video and 40 
music tracks. All of this has taken 
30 of our people just over two e 
years to create." 
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A Watch your balance or this gi 


^ Big ‘air of a different kin 


nd could be more than a little painful. 
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WORLD EXCLUSIVE FIRST LOOK ROLLING 


BEST ON XBOX 


AS BELOVED XBOX owners who 
demand that multi-platform games 
take full advantage of the Xbox 

hardware, you'll be glad to know that Xbox 
will receive the best version of Rolling. “It'll 


feature higher display resolutions, improved AT E puo" 
flicker-free, tri-linear mapped textures and LT » -— 
up to four-player split screen, System Link " 


and Xbox Live multiplayer games," revealed C 
Kristian Ramsay-Jones. There'll also be full 

Dolby Digital 5.1 support, and the team is n 
currently looking into increasing the number "m ‘ i | 
of characters per level and improving A 


effects such as smoke, fire and sparks. Four players are, very often, better than one. ^ Is it showing off if there's no audience? 


BONUS 
INFQ 


>> CHAMPION VERSION 
Before Rolling was 
announced, Rage 
signed the rights to 
produce a series of 
games featuring world 
champion inline skaters 
Cesar Mora and Fabiola 
da Silva. The five year 
agreement will see 
Mora and da Silva take 
centre stage in Rolling. 
Both skaters are 
multiple world 
champions and 
extreme games gold 
medallists. In addition 
to the big name 
skaters, Rage has also 
signed agreements with 
several skate parks to 
include their locations 


in Sidon Thes Torque Soul to Alleyoop Torque Soul 
include Rampworx A435 x e 


(Liverpool, UK), 
Escondido (CA, USA), 
G-Skates (Kobe City, 
Japan) and RollerParc 
Avenue (Paris, France). 


Et, 


A [s this the extreme sports game debut of Harry Potter's sister? 


ow 57m 


È 
Torque Soul to Alleyoop Torque Soul js 
450-x 2 rt 


Parallel 


‘> CLEVER NETHERLANDS: THE FIRST INLINE SKATES DATE BACK TO THE 1700s, WHEN A DUTCHMAN ATTEMPTED TO SIMULATE ICE SKATING BY NAILING WOODEN SPOOLS TO STRIPS OF WOOD ATTACHED TO HIS SHOES. 


^* Smile for the replay camera. ^* All the riders really do look the part. 


> ISSUE DE OS 


INCOMING 


^* Controller S: released at last. 


DIB OFFICIAL AUSTRALIAN MAGAZINE 


BUYS 


MICROSOFT 


(...and other good news from the Xbox camp) 


% LATE SEPTEMBER: Microsoft 
used its X02 event in Seville, 

& Spain to announce its 

* acquisition of the UK-based 
game development company, Rare. 
Under the terms of the US$375 million 
(AUS690 million) cash transaction, the 
company that's best known for the creation 
of ground-breaking titles like GoldenEye 007, 
Perfect Dark and Banjo Kazooie will 
immediately begin development of 
exclusive content for the Xbox. First on the 
list: Kameo: Elements of Power, expected 
for release some time in 2003, and then 
after that, Perfect Dark 2. 

"Our mission at Rare has always 
been to make the industry's best games 
for the widest possible audience. Teaming 
up with Microsoft gives us the best 
opportunity to accomplish this goal," said 
Chairman and Technical Director of Rare, 
Chris Stamper. His brother and co-founder, 
Tim Stamper, added "We've always 
insisted on pushing the envelope when 
it comes to creativity. And now we get 
the chance to create for Xbox." 


Microsoft also used the opportunity 
to highlight the Xbox's performance in 
Australia, producing some surprising 
figures. In its first six months’ shelf life, 
the Xbox has a market share of around 24 
per cent, and has sold 50 per cent more 
units than the PlayStation 2 within the 
equivalent period. Of course, it's easy to 
paint any number of glowing pictures from 
a set of statistics, but at minimum it 
means the Xbox enjoys a very high uptake 
with Australian consumers. Figures from 
Inform (www.informbd.com.au) also 
indicate that since the release of the Halo 
Combat Pack, on a per-week 
measurement, the Xbox has enjoyed a 
roughly 45 per cent market share! 

Microsoft's strategy for the coming 
months will be on maintaining the 
momentum. They'll be releasing new 
bundles, and they've finally opted to 
release the Controller S as well. With killer 
apps like Splinter Cell (World Exclusive 
review on page 048) and Blinx coming 
out in time for Christmas, the Xbox looks 
right on track for a bright future. 


LATEST NEWS // FIRST SCREENSHOTS 


NEW BUNDLES AHOY! 


More value-added packs to be released 


E 


vols 


^» RalliSport Challenge, to come packed in the new High Octane Racing Pack. 


The numbers speak for themselves: after 
the launch of the Halo Combat Pack, 
weekly hardware sales jumped by as much 
as 400 per cent. The bundle was so 
popular, in fact, that stocks ran out well 
before it was anticipated, so it was went 
back to the drawing board to come up with 
brand new ideas for value bundles. The 
latest they've come up with is the limited 
edition High Octane Racing Pack, officially 
endorsed by Australia's reigning V8 
Supercar champion, Mark Skaife. 


-NE UPDATE 


Australia to wait until next year while plans finalised. 


eA 


For $449, this new bundle comes with 
an Xbox, Project Gotham Racing, RalliSport 
Challenge and a copy of Mark Skaife's 
book, “Diary of a Champion”. 

Once the High Octane Pack runs out, 
or runs its course, Microsoft plans to 
release new bundles in time for the 
Christmas release. Unconfirmed reports 
suggest that the new bundle could contain 
as many as three games - possibly 
including Sega GT 2002 - as well as the 
DVD kit. We'll have more as we find out! 


The news for Xbox Live in Australia is that, not 
unexpectedly, we're going to have to wait until 
possibly mid next year. Microsoft's priority is to 
complete its ‘first wave’ in the introduction of 
Xbox Live to the United States before embarking 
on the subsequent waves, which is where 
Australia will eventually come in. Microsoft 
remains fully committed to Xbox Live in Australia, 
and they are currently investigating the best 
infrastructure to employ for the best possible 
broadband solution. In the meantime, the Official 
Australian Xbox Magazine will bring you the latest 
information and analysis on what's happening in 
Xbox Live with our overseas counterparts, which 
may yet have some bearing on what will 
eventually be implemented in Australia. 


an 
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BRAND NEW GAMES 
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9 INCOMING 


Easily digestible nuggets 
of key Xbox information 


Universal Pictures is to create a 
movie based on Midway's Spy 


Hunter game, with wrestling Damage is a beautiful thing in Lamborghini 

superstar Dwayne ‘The Rock’ 

Johnson as the titular hero. €. à . ; 

Daybreak Productions president O WHILE MANY LICENSED racing require the player to continually ; 

Chuck Garton will’ serva as a games shy away from compensate for the fault. Balance will 

producer of the film. “We're * damaging their shiny virtual also be affected depending on which 

going to draw from the spirit of vehicles, every car in Rage's wheel is damaged. 

the next generation game, but Lamborghini (which is also heading to If a player seriously damages a car 

tailor the game to The Rock and Xbox Live) will get dented, scratched, during a race, it will have to be repaired 

his unique personality," Gordon bashed, scraped and mangled. to make it once again race worthy, and 

said. "We'll bring the Interceptor Damage is represented in several that'll cost. Of course, should you have a 

car and all the cool spy gadgets ways and can affect a car's handling. spare car in the garage you can use that 
Scratched paintwork, deformed body instead. But damage is stored in the save 


from the game to the big screen 


in a $100 million movie." panels, cracked lights and windows aren't game so if you're not careful, you'll end 


so bad, damaged wheels, suspension and up with a garage full of cars fit for scrap. 


detaching body panels are. Arcade mode and split screen games 
j ; The fact that suspension and steering include the option to turn off the damage 
3DO has signed a deal with can be damaged will have implications but it's mandatory in Championship mode 
Microsoft allowing the company on your performance. A car with since damage plays an important role in 
to develop and publish games for damaged steering, for example, will tend the handling and driving tactics. 
Xbox. And chances are that Army to veer away from a straight line and Lamborghini will be released next autumn. 


Men is coming to Xbox. 
"Microsoft has proven its 
commitment to making Xbox an 
outstanding gaming system," said 
Trip Hawkins, chairman of 3DO. 
"We're looking forward to 
bringing our most popular 
brands, along with original titles 
to this powerful system." 


^* Fender-benders with a six figure price tag. 


Say g'day to Ty, the Aussie cutie at 
the centre of EA's latest character- 
based action adventure game, Ty 
the Tasmanian Tiger. Players are 
taken through a cartoon-inspired 
Australia in old fashioned 
platform style with characters 
based on the continent's beasties 
- so expect evil koalas, then. 4 icy e j 

There'll be all the usual stuff such ^ It's a welcome decision to let the beauty be tainted by knocks. A All together now... "My paintwork!!!" 
as combat, riding, and puzzling, 
plus an array of mini-games. 
Expect Ty to run, jump, swim and 
glide when his game is released 
at year's end. 


c SPOT THE SHOT 


Metal Gear Solid killer and now 
you can find out everything there Sen rice ed Re ee ear 
is to know about Splinter Cell Keep them eyes peeled, there's prizes to be won 
online. As its November release cr ea eee ae tuc MA ANTT UA BT ie 
date draws near, Ubi Soft will 
update the site with new 
information, screen shots and 
movies of the highly anticipated 
game. Point your web browser (in 
a covert sort of way, naturally) in 
the direction of this website: 
www.splintercell.com 


HERE'S YET ANOTHER chance to land a following, by-now-familiar address: 

few of the games that publishers Spot The Shot 08, Official Australian 

inundate us with each month. Simply Xbox Magazine, PO Box 1037, Bondi 

work out which game this screenshot Junction, NSW 1355. Or send in your 

close-up is from (the full shot's answer along with your name and 

somewhere in the mag) and send in address to staff@oxm.com.au. 

your answer on a postcard or on the Happy hunting. The closing date is 

back of a sealed down envelope to the November 19. ^ A fraction of a game, but which one? 
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Burrowing through muck to the juiciest facts 


SEVERAL PUBLISHERS have asked 
me to give up my secret identity 
because | know things before they 
do. But they forget that The Mole was 
put on this planet to do only this. 


During a recent trip to EA's plush 
Chertsey headquarters, | spied the 
PS2 game based on the second Lord 
of the Rings film, The Two Towers. It 
has to be said, it was looking 
nothing short of stunning, which 
made me weak at the knees from 
wondering how great the Xbox 
version will look. Notice that | said 
"the Xbox version" and not "a 
potential Xbox version"? It's coming, 
but don't tell anyone where you 
heard it first. 


By now you've all heard, seen and 
read about Rage's promising shooter 
Team SAS that's currently in 
development with help from ex SAS 
operative Andy McNab. But I'll put 
money on the fact that you didn't 
know a second game in the series 

is already in development at the 
company's Birmingham studio and it 
isn't a direct sequel. Currently known 
as Hard Winner, we've learnt that 


the game is being pitched as an 
urban espionage-type game. I'll have 
more as | find out 


Midway's 2002 remake of the 
retro-classic arcade title Defender is 
coming along nicely (see page 028) 
but there's more in store for 
hardcore fans. According to a few 
whispers doing the rounds, a sequel 
already looks like a strong possibility. 
US-based developer Seven Studios 
has hinted that Xbox Live features 
look like a sure bet for inclusion. 

In other, ultra secret retro gaming 
news, Midway has also been looking 
at the possibility of remaking Moon 
Patrol for Xbox - this one looks like 
a long shot, though. 


Uk-based developer Travellers’ Tales, 
currently working on Haven: Call of 
the King, has been talking up its 
plans for future versions of the game. 
The developer already thinks it's 
onto a winner and has said that 
Haven 3 would most likely be a 
broadband-only game. What big 
plans the company has for Haven 2 
have yet to fall into my hands, but 
don't worry, | won't stop digging. I'll 
never stop digging.. 
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^ Could Lord of the Rings look any better? 


^ How will multiplayer Defender work? 


^* Does Haven's future lie on Xbox Live? 


[Jos TOXIC AVENGER BECOMES XBOX-EXCLUSIVE AFTER DEVELOPER DROPS GAMECUBE VERSION. 


XBOX LIVE LAUNCH SET 


USA online November 5 


launched in the US. 


play a pre-launch service known as 
Beta testing. From these expectant 


Over 100,000 gamers signed up to 


, THE FIRST ANNIVERSARY of 

» the US launch of Xbox will 
S be marked with another 

milestone as Xbox Live is 


^*...and are the first to play Xbox Live. 


hopefuls, a lucky 10,000 will be chosen 
at random and sent a memory card, 
the Xbox Communicator, souvenir key 
fob and the Xbox Live disc. 

At launch, more than 5,000 North 
American stores will sell the Xbox Live 
Starter Kit for US$49.95, which 
includes a one-year subscription to the 
broadband-only service, the Xbox 
Communicator headset and free 
mini-game Re-Volt. 


As we exclusively reported, 
confirmed games are Ghost Recon, 
Unreal Championship, NFL 2K3, NBA 
2K3, NFL Fever 2003 and Whacked! 
Over 50 Xbox Live games will follow in 
2003, including Halo 2, Counter-Strike 
and Star Wars: Galaxies. 

"We designed Xbox from day one 
to catapult console gamers online," 
said J Allard, general manager of 
Xbox. "Last year, we took gaming to 
the next level by launching Xbox; now 
we're working with our partners to 
ensure that November 15 will again be 
a great day for gamers." 

Xbox Live will be backed up by 
two data centers in Seattle, one in 
London and one in Tokyo. They allow 
Microsoft to assist publishers by 
managing the hosting, networking, 
security and billing of the service. 

We'll have details of Xbox Live in 
Australia soon! 


MOST OF THE chit-chat 

Stateside has been about 

Steel Batallion and its 

HUGE price tag, which 
would require most Americans to 
visit organic tissue depositories to 
make enough money to pay for it. 
Most of us are expecting the price to 
go down. As it is, the Japanese are 
getting a slightly better deal at roughly 
US$160 (AU$320), while Electronics 
Boutique has it listed locally for 
US$199 (AU$400). Previously it had 
been at US$250 (AU$500), so the 
chances are fairly good that the price 
will be brought down to something 
more manageable. 

| know it may seem otherwise 
in the movies and television shows, 
but Americans aren't rich. We eat a 
lot of spam and ramen noodles. 

So | think it is pretty easy to see 
that we, like the rest of the world, 
want lower prices. Crying over 
currency aside, Steel Battalion looks 
awesome. Most of the draw for me 
is the giant control panel that's used 
to interface with the game. ! play a 
lot of Mech Warrior on the PC, and 
while the current joysticks are nice, | 
don't think anything can match the 
feel of tactile immersion that Steel 
Battalions' controls will offer. Big 
robot action. Be ready! 

The usual buzz is still going 
around for Xbox Live. A few new 
screens of Unreal Championship 
were released and they looked pretty 
snazzy. Compared to the PC version, 
there will, of course, be a slight loss 
in performance, at least in resolution, 
but in general it looks pretty sharp. 
We also have Shenmue II, Robotech: 
Battlecry, Baldur's Gate: Dark 
Alliance and Batman: Dark 
Tomorrow to look forward to. 

To end this month's rant | will 
just say this: giant robots and 
Capcom are a match made in heaven. 


Ryan Thompson 
US Correspondent 


^ Big enough for ya? 


‘> QUIT BUGGING ME: THE AMERICAN COCKROACH'S POSH NAME IS PERIPLANETA AMERICANA. AROUND 7.5 PER CENT OF PEOPLE SHOW ALLERGIC REACTIONS TO THE DESSICATED AIRBORNE FECAL MATTER THAT BUILDS UP AND SWIRLS AROUND WHEN COCKROACHES INFEST THEIR DWELLINGS. 
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INCOMING 


Easily digestible nuggets 
of key Xbox information 


Infogrames has taken the long 
awaited first-person shooter to 
the gaming public for testing in 
the US. Epic Games held a public 
play test for Unreal 
Championship in Santa Monica at 
the end of August. The company 
was testing the latest build of the 
game for Xbox with a view to 
getting gamers' feedback on the 
good and the bad points. Fingers 
crossed everything went well and 
that the game hits its release date 
around November. Just no more 
delays... please. 


Sega has signed an agreement 
giving Mindfire Entertainment the 
rights to produce a Crazy Taxi 
movie. “Our relationship with 
Sega on The House of the Dead - 
The Movie has been a wonderful 
experience, and we're delighted 
to enter into this new 
partnership,” said Dan Bates, CEO 
of Mindfire. "We believe that 
Crazy Taxi has the potential to be 
a major motion picture, 
combining the thrills of The Fast 
and the Furious with the 
quirkiness of films such as 
Taxicab Confessions.” 


Rock Solid Studios is developing 
a video game based on the giant 
sand worm monster flick 
Tremors. The game, played from 
a third-person perspective, will 
follow events of the movie 
created by Universal Pictures and 
Stampede Entertainment. Action 
takes place in the desert around 
the town of Gold Rock. The news 
was given away in a job posting 
on the developer's website. 


Tecmo has announced that 
Project Zero is no longer a PS2 
exclusive, and will be released on 
Xbox next year. The survival 
horror game takes place in a 
haunted mansion, with players 
using a special camera to take 
pictures of supernatural entities 
before disposing of them. The 
Xbox version will feature a new 
character and other exclusive 
content not seen in the PS2 
version. Think of it as Luigi's 
Mansion, but for grown-ups. 


CHANGE CAR 


) CHANGE CAMERA 


() MAIN VIEW 


^* Real cars in astonishingly realistic races - 21 manufacturers and counting. 


SEGA GT 


Easy on the nitro, tiger. These are real cars 


DEVELOPER: WOW ENTERTAINMENT 
PUBLISHER: SEGA 
RELEASE DATE: NOVEMBER 2002 


*, 
2 
P d Xbox, so it's good to see that 

a lot of major manufacturers 
have made the final cut in Sega GT. From 
Nissan and Toyota through to Jaguar and 
Lotus, we counted 21 different car makers 
in the preview code we've been playing. 

You can take a majority of the 
vehicles out for a swift spin in the Time 
Attack or Quick Battle modes, but that's 


1/2 


LAP TIME 
Qmm ig 
BEST LAP 
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IT'S PROMISING to offer the 
most realistic driving action on 
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¢ As you can see, most aspects of the game look pretty much finished. 


just for Sunday drivers. The real fun lies 
in the full-on career of GT mode. 

You start with a trifling amount of 
cash, enough to get yourself a bottom-of- 
the-range Peugot 206 (Peugot happens to 
own the trademark for any car bearing 
the number "0" as the middle number 
in a three-number sequence), and you'll 
have to earn your wheels by entering 
championships and events. In fact, you're 
not even allowed to try for your licence 
until you prove your worth in a handful 
of amateur races. 

Winning these opening challenges 
will earn you some much-needed cash, 
and the game proper begins to open up 
as you visit the garage to tune up your 
motor or invest in a slicker model. 


LANCER Evolution VII-*-This newer Lancer is based 
, d 
" — REPLAY 


V CHANGE CAR HANGE CAMERA () NAIN VIEW 


^* Extra cash leads to flashier cars. 


2002 


Following in the skidmarks of 
Wreckless and Moto GP, an editing suite 
features a whole host of filters for you to 
add to your saved replays, such as glare, 
embossing and a smart negative effect. 
There are lots of other replay options for 
the player to juggle about with (see It'll 
Last Longer, below), giving Sega GT an 
eye for detail that goes beyond the look 
of the cars themselves. Let's hope it 
delivers a good amount of gaming per 
gallon. We'll be giving Sega GT full revs 
in our full review (hopefully next month). 


MANGE CA Ó wan vie 


^* Capture every magic moment. 


IT'LL LAST LONGER 


WANT TO TREASURE those 
precious replays forever? Of course, 
Sega GT lets you save your replays, 
but it also features a lovely little 
idea in handing you a camera and 
enough film for six pictures. You 
can take snapshots during a replay, 
capturing the true Kodak moments, 
hang them on the wall of your 
garage. Touches like this are 
secondary, but very welcome 
nonetheless. More, please. 
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SCORE 10% OFF 


THE LATEST XBOX GAMES 


SPECIAL OFFER TO GAMERS. RIP OUT THIS AD, TAKE IT INSTORE 
AND SAVE ON OUR ALREADY LOW PRICES 


JEL xeox 


§ 
Tom € 7 "NUNT 


CIE, 


Pus. 
e makers of Rainbow six 1/1 20/0 
a NAE MA15+ 


Release late November. Release early November. Release mid November. 


CHECK OUT OUR HUGE RANGE OF NEW RELEASE AND CLASSIC TITLES INSTORE 
GAMES CLASSIFICATIONS: G - General (all ages). G8+ - General (8 years and over). 


M15+ - Mature (recommended for persons 15 years and over). 
MA15+ - Restricted (restricted for sale to persons 15 years and over, unless accompanied by a parent or guardian). 


Gage 


Cannot be used in conjunction with any other offer. 
Offer ends 20th November 2002. 
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Easily digestible nuggets 
of key Xbox information 


Xbox saw a sales increase of 131 
per cent in the US in the two 
months following the US$100 price 
cut in May, according to research 
body the NPD Group. The firm 
also confirmed that both Project 
Gotham Racing and Dead or Alive 3 
have sold more than a million 
units worldwide. It means Xbox is 
the first system ever to have three 
million-unit-selling launch titles 
after just eight months on the 
market. The other game? 

Why, it's the mighty Halo of course. 


EA has signed a deal with Pierce 
Brosnan to use the Bond actor's 
likeness in the forthcoming James 
Bond 007: NightFire. The game, 
which uses an original story 
created exclusively for the project 
based firmly in the Bond universe, 
will be released in November of 
this year alongside the next 007 
film, Die Another Day. 


Level 3 Communications has 
signed a deal to provide multiple 
broadband infrastructure services 
for Xbox Live in North America 
and Europe. The agreement 
makes Level 3 a major provider 
of network services in those 
territories for Xbox Live, 
scheduled to launch this autumn. 
The company will offer Center 
Colocation, CrossRoads Internet 
access, and Packet MPLS Private 
Network (MPN) services to Xbox 
Live. Those all sound important, 
so they must be good. 


The developers of the Tribes PC 
series have formed a development 
team, Ozo Interactive, to create 
multiplayer content for PC and 
next gen consoles. Its first project 
(rumoured to be on Xbox) will be 
Metal Drift, a large scale, vehicle- 
heavy multiplayer game with 
squad-based gameplay. 


Revolution Software unveiled its 
long awaited new adventure, 
Broken Sword: The Sleeping 
Dragon, at the ECTS towards the 
end of August. We'll have info 
from Revolution MD Charles Cecil 
in a future issue. 
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INCOMING 


^» The mini-game after the level taking the Michael out of Titanic. 


Because it'd be no fun if it were organised 


DEVELOPER: JUST ADD MONSTERS 
PUBLISHER: MICROSOFT 
RELEASE DATE: EARLY 2003 


* 
C2 
P d Shake Hands Man, and Mr 
Cheeky Chappy? If the answer 
is yes, then Kung Fu Chaos will likely 
deliver a karate chop to your funny bone. 
A cheesy, 70s kung-fu flavour similar 
to that of the children's cartoon smash is 
used throughout the game, which shares 
some ideas with Loons: The Fight for 
Fame (Issue 06, 5.1). As with Loons, the 
action in Kung Fu Chaos takes place on 
spoof movie sets, with players rated on 
how exciting their actions are. 


DO YOU LIKE BANZAI, the 
crazy, betting TV show with Mr 


The movie sets in Kung Fu Chaos are 
big budget spectaculars. Locations gently 
mocking some of the more well-known 
blockbusters provide impressive 
backdrops to the action - an original mix 
of party game and chop-socky. 

On the Gigantic Crack set (a pastiche 
of Titanic, not Shallow Hal), the action 
starts as the ship hits the iceberg and 
culminates in the sole remaining lifeboat, 
with the fight continuing as the doomed 
ship splits in two. 

Fighting is a case of relentless button 
bashing in an attempt to knock the 
numerous bad guys off screen more often 
than they do it to you. It's reminiscent of 
both GameCube's Super Smash Brothers 
Melee and Dreamcast's Power Stone; 
hopefully, the combat will eventually 
match the subtlety of the DC game. 

In addition to the main fights, there is 


WAX ON, WAX OFF Kicking ass, Kung Fu Chaos style 


CHEEKY CHAPPY 

This fellow is Shao Ting, 
the film's hilariously 
named director. He shouts 
at you as you play. 


BIG NUMBER 

This countdown crops up 
when the level nears its 
end - a crucial time if 
you're trying to end up 
with a five star rating. 
Naturally, we get that 
rating every time we play. 


MAGAZINE 


^* Looks very nice, doesn't it? 


KUNG FU CHAOS 


a selection of short mini-games related to 
the main features. 

After the Titanic fight, for example, 
you get to throw life belts to your 
drowning co-stars. It's trickier than it 
sounds, thanks to seals that pop up in 
front of them and throw the hoops back. 
Another mini-game sees your character 
battling to stay on an iceberg while 
bumping other characters off it using the 
rubber ring around its middle. 

Throughout the game, the ker-azy 
atmosphere is maintained, in voice-over, 
by the director of the films you take part 
in. His Banzarstyle encouragement and 
put-downs are quite funny - to begin with... 

Once all the fighting's done, you can 
watch a replay of the entire scene, complete 
with Hollywood-style choreography. 

Kung Fu Chaos looks set to be an 
amusing, simple, party beat-’em-up that 
makes good use of all four controller 
ports. But we'll have to wait for review 
code to see if the joke wears thin. 


NINJA FU HIYA 

No, that's really his name. 
He's one of the eight 
characters you pick from. 


FIST FODDER 

In one-player mode, a 
stream of hapless enemies 
beams into the level. 
Dispose of them in style. 


YOU'RE A STAR 

This meter keeps track of 
your performance. Dispatch 
hapless bad guys to fill it; 
get killed and it empties. 
Finishing with five stars 
unlocks cool stuff. 


OAXM WINNERS! 


Eight Legged Freaks for all! 


Verrenkamp, Heath Aaron Dale, Roman Skuja, 
od Grant Lear, Christ Kemister, David Inglis, Cary 


© CONGRATULATIONS to T. Dolan, Michael 


Twaddle, Daniel John Cashionand Matthew 

McGregor, who took away Second Prize in Issue 
06's Eight Legged Freaks competition; and to Corey Van 
Der Heyden, who took away first prize. They and 100 other 
runner-up winners will be taking away a bunch of cool 
Eight-Legged Freaks-related prizes, including a prop from 
the movie set! Five of those winners also had their Unique 
Subscriber Numbers handy, so they get a copy of Issue 06's 
Game of the Month, Deathrow, thrown in for free! 


TRUST NOTHIN! 


KICK LIKE BECKS! 


(Or just get yourself the hair do!) 


PAY A VISIT TO eBay.com.au and you could be 

kicking like Beckham in no time! The huge 

popularity of this year's World Cup in Korea and 

Japan has spilled over into the gaming world. 

Xbox's 2002 Fifa World Cup have proved hard to 
come by but on eBay.com.au there have been brand new 
copies selling for as little as $70. 

Soccer not your thing? Well eBay has a huge range of 
different Xbox games that are sure to challenge and entertain 
you. And when the challenge is over, you can sell them on 
eBay, Australia's online marketplace, to fund your next title! 
But if you do just want the hairdo, there are hair clippers on 
eBay starting at $5. 


So how do | get started? 

- Register. It's easy and it's free. Anyone can browse the site 
but to buy or sell you must register first. 

- How do | sell? The selling process is quick and easy. 
eBay has many onsite tools to help you list your first item. 


kk "Halo 2 is a lot like Halo, 
only it's Halo on fire, going 130 
miles per hour through a 
hospital zone, being chased by 
helicopters and ninjas. And the 
ninjas are all on fire, too." By 


Bungie Studios boss Jason Jones at 
X02, getting all technical about Halo 2. 


ia “Sega invented crazy driving 
with Crazy Taxi and with Crazy 
Taxi 3 we prove that not only 
did we do it first, but that we 
still do it the best." 98 


Sega of America VP Mike Fischer 

bb “im very excited to continue 
my partnership with 

Activision O2, the definitive brand 

in action sports video games ga 


Celebrity skateboarder Tony Hawk 


"This game is going to scare the 


crap out of you" 
- Gamespy 


"The action is leaps and bounds ahead 
of anything you've seen in a 


Resident Evil title" 


- Game Informer (USA) 
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INCOMING 


Easily digestible nuggets 
of key Xbox information 


Australian developer Micro Forté 
is rumoured to be working on an 
online multiplayer game called 
Citizen Zero for Xbox. Based in a 
futuristic world called Neo-Eden, 
a place originally created as a 
penal colony, players assume the 
role of a mind-erased prisoner 
who decides he must escape in 
order to discover his true identity. 
Steve Wang, VP of Micro Forté, 
told us: "We can't say any more 
about the project at this stage but 
we are working towards some 
announcement dates at the end 
of the year." More soon. 


Vivendi Universal has snatched 
up Medal of Honor: Allied Assault 
developer 2015 from the clutches 
of EA and signed up the team's 
next game. The agreement gives 
VU exclusive rights to publish 
2015's secret action title. "We're 
very excited about our 
partnership with Vivendi 
Universal," said Tom Kudirka, 
president of 2015. "VU Games has 
shown its whole-hearted 
commitment to developers." 


Electronic Boutique's US website 
recentlyreleased a Dead Or Alive 
Xtreme Beach Volleyball calendar. 
We seen it. All of the DOA pin-up 
girls are present in the calendar 
(sorry girls, no pin-up guys) but 
we've got no idea if it'll be 
released outside of the US. 
Maximum flesh is on display and 
all swimsuits are little more than 
postage stamps tied together with 
dental floss. And the cool part is, 
we're giving you the chance to 
win one. In fact, we've got 10 of 
them to win. For more info, turn 
now to page 027! 


Argonaut's impressive-looking 
action game Orchid is still 
without a publisher despite 
continued efforts to land a deal. 
A company statement read: "We 
underestimated the amount of 
time it would take to sign Orchid 
and now recognise that signing 
such an innovative fighting 
adventure game takes significantly 
longer and requires more of the 
development to be complete." 


It's coming right for us! 


DEVELOPER: WOW ENTERTAINMENT 
PUBLISHER: SEGA 
RELEASE DATE: EARLY 2003 


49, SEGA'S LONG-RUNNING light 
% gun shooter series makes a 
welcome return to our screens 
and it's "Only On Xbox", as 


-GOO 
A Tremble at the zombie Village People moto 


HOUSE OF THE 


rcycle cop... from Hell! 


the saying goes. The first playable build, 
featuring the opening three chapters of 
the game, recently landed on our desks. 

But one thing was missing - a light 
gun. Apparently Sega won't be including 
one of their own with the final version, 
but we've learnt that a certain third-party 
peripheral manufacturer is currently in 
talks with both Sega and distributor 
Infogrames. Rest assured that when the 
game launches it will be bundled with a 
light gun of some kind. 

Armed only with an Xbox Controller, 
we ploughed through the first three 
chapters and quickly found that it plays 


1] HARDWARE IN FOCUS 


Polybump is the hot new flavour for lighting 
and texturing. Matt Wolfs investigates. 


M» 


¢ The fat ones take some stopping. 


BELLY SHOTS 


COUNT TOO 


YOU can blow holes clean through any 
part of an on-screen demon. An obese 
zombie makes for great target practice, , 
and you can even try to hit whatever's 
behind him by shooting through his 
freshly minted belly button. 


EAD 3 


quite well. The Left thumbstick controls 
the on-screen cursor while the Right 
trigger fires and the B button reloads. 

As in previous House of the Dead 
titles, gameplay is an on-rails blitz through 
hordes of zombies, bats, rats and other 
dead/undead things thrown in your 
general direction. This time around, 
there's no health meter to worry about, 
but getting hit will cause you to lose a few 
of those precious seconds. But, you'll be 
rewarded with time bonuses for quick 
and well-executed kills. HOTD3 is looking 
like it'll be good fun to play, whether you 
do so with or without a light gun. 


% SPLINTER CELL (reviewed 
4 this issue, page 048) is near, 
S2 or at, the top of the most 
+ wanted list for a lot of Xbox 
owners. As one of the most visually 
stunning games released in quite some 
time, the most celebrated visual effect 
in Splinter Cell is the use of dynamic 
lighting and shadows. Unfortunately, 
what goes on behind the scenes to 
make such great lighting possible hardly 
rates a mention - but with this month's 
column, that's going to change. 

A new technology developed by 
Crytek, called Polybump, is written to 
support Xbox, PC and GameCube using 
either 3D Studio Max or Maya. As Crytek 
would tell you, it “greatly enhances 3D- 
rendering quality without increasing the 
overheads in real-time rendering.” 

The biggest titles for Xbox which 
support Polybump are Splinter Cell and 
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¢ Purdy lights in Splinter Cell 


Doom 3. It all revolves around the use 
of normal maps (a basic texture map 
where the surface normals are stored as 
colours) which allow you to store the 
lighting information in each texel, and 
then use that information for ‘Dot 
Product’ per-pixel lighting. A good 
example of per-pixel lighting is the 
flashlight in Halo. It's also what helps 
give Splinter Cell such amazing lighting. 
The biggest advantage that 
Polybump offers is the ability to make 


3D models look more detailed than 
their polygon counts would ordinarily 
allow. What's been shown of Doom 3 
is the best example: the in-game 
characters are made up of between 
2,000-6,000 polygons each. However 
the original models are made up of 
200,000-500,000 polygons each. The 
normal maps are generated from the 
high poly models for use on the low 
poly models in-game. Everyone agrees 
that the character models are 
surprisingly detailed given their simple 
geometry. And as well all know, the less 
geometry the system needs to render, 
the better the engine will perform. 
Anyone interested in learning more 
about Polybump, or even downloading 
the free trial plug-in, should head on 
over to: 
www.crytek.com/polybump/index.php?l 
ang=eng&sx=polybump 


"Funny, witty and cool. The controls are unique, the 
gameplay is solid and the characters are memorably 
hilarious" - The Adrenaline Vault 


GREAT GOLF, BAD ATTITUDE 


This ain't your daddy's golf game!! Outstan 


ding gol 
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INCOMING, 


There is no doubting the 
strength of Xbox's 
X oí Christmas line up for 


2002. We currently have 
around 90 titles on shelf and by 
Christmas we will have more than 
160 titles available to Xbox owners. 
With games in every genre and for 
all ages, and with cross platform 
titles looking awesome on Xbox, 
the Xbox team is very excited about 
the upcoming holidays. 

Hopefully by now you have 
gotten a taste of some of the 
Christmas games coming from 
Microsoft Studios like Blinx and 
Mech Assault, and let's not forget 
the incredible Splinter Cell from 
Ubisoft, which will be exclusive 
to Xbox owners for 2002. 

We are also excited about 
games beyond Christmas, especially 
with the announcement that 
Microsoft has purchased the video 
game powerhouse, Rare Ltd. One 
of the world's leading videogame 
developers, Rare has been the 
mastermind behind some of the 
most popular video games in history, 
and will be creating exclusive 
console gaming blockbusters for 
Xbox. This means that the existing 
level of support Xbox has from 
games developers will be even 
greater with this top-level, legendary 
development studio producing a 
range of exclusive premium titles for 
us, harnessing and bringing to the 
fore the technological, graphical 
and audio power of the Xbox. 

And if you haven't heard yet, 
make sure you test drive the new 
Xbox Controller S. There has been 
an overwhelmingly positive 
response to the Xbox Controller S in 
the US, and so we are really pleased 
to be able to offer another controller 
option to Xbox owners in Australia. 

Xbox clearly has the 
momentum. With more than 300 
titles in development and Xbox Live 
on the way, | know that if you are an 
Xbox owner, the future is in your 
hands, because Xbox is the future of 
gaming. 


Alan Bowman 
Regional Director Xbox 


Go ahead, diminutive fleshy one, mech my m 


GAME INFORMATION 
DEVELOPER: DAY 1 STUDIOS 
PUBLISHER: MICROSOFT 
RELEASE DATE: NOVEMBER 2002 


Á 
~~, LIFE AS A 100-foot-tall mech 


' robot is great fun, as we 
found when we stomped our 
way through several missions 

of Mech Assault, the riotous, ultra- 
destructive giant robot shooter. 

After choosing either the Cheetah 
(speedy bot with minimal armour and 
ordnance) or the Cougar (powerful, cum- 
bersome death machine) and given mis 
sion objectives, you're dropped at the 
edge of a city. Mission? Kill! Destroy! 

As with Gun Metal (Issue 04, 8.3), 
you can tailor your three gun slots as you 
see fit. Lasers, multiple machine guns 
and crossbow rockets are all available 
for maximum mayhem. 

The best thing about the game so 
far is the high level of destruction, mak 
ing it reminiscent of the excellent 
Nintendo 64 demolition game Blast 
Corps. Every single building in the city 


¢ Arctic missions are thick with fog. 


can collapse in a cloud of dust and rub- 
ble, and, often during a firefight, you'll 
barely have time to notice background 
skyscrapers tumbling, destroyed by 
explosives narrowly missing either you or 
any of your powerful mech adversaries. 

You don't just fight mechs. Enemy 
forces comprise tanks, aircraft, snipers 
lurking on buildings (a good a reason as 
any to tumble a tower block), and even 
human-sized mechs called Elementals. 

With the game fully supporting Xbox 
Live, you'll be able to meet up with 
mechs around the world to battle in the 
huge, detailed arenas. Think of it as 
Mech Warrior Arcade. Big, fast, satisfying 
mech action is what we need. 


-|MECH ASSAULT 


^ Jet set metal ahoy. 


THRUST 
MASTER 


CLICKING DOWN ON the left stick 
boosts your mech into the air, 
allowing access to higher ground 
and enemy posts located just over 
the lip of outcrops. It also adds to 
your agility during battle: you've got 
an alternate escape route during a 
fierce firefight and it lets you get the 
drop on unwitting opposition mechs. 
Keep an eye on the meter on the 
right of the screen, though. Your jet- 
pack capability is limited to a few 
seconds of use at a time. 


- ONLY ON 
1e 


E ped 


~^ Forget the mission in hand - take your romper stomper on an obliterating tour of the entire cityscape. 
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GIN FREE STUFF 


CONTROLLER S! 


WITH THE OFFICIAL release of the 
Controller S in Australia, the Official 
Australian Xbox Magazine is giving away 
its one spare Controller S that's been 
stashed away in the closet. 

Designed with smaller hands in 
mind, the Controller S is a compact 
version of the original Duke controller, 
with slightly different button positionings 
that don't compromise on the versatility 
and flexibility of the original design. 

To go in the draw, send in your 
entries to: Control Comp, Official 
Australian Xbox Magazine, PO Box 1037, 
Bondi Junction, NSW 1355. Don't forget 
to include your name, address and 
contact number on the back! 


(1) This competition is open to all residents of Australia who mail in their entries to the Official Australian Xbox Magazine between October 23, 2002 and November 19 
Junction, NSW, 1355. Employees of the promoter and their immediate families, and a 
(3.) The Promoter accepts no responsibility for late, lost or misdirected mail. (4.) All entries become the property of the Promoter. (5.) The collection, use and disclosure o 
(6.) Winners will be notified by November 27, 2002; details will be published in Issue 10 of the Official Australian Xbox Magazine. (7.) The Promoter is Derwent Howar: 


Win an exclusive Dead or Alive Xtreme Beach Volleyball 2003 Calendar! 
rial tt te ya RCE a 100 WM MG NNNK 


LET THE months pass you by as the lovely 


ladies of Dead or Alive strut their stuff in an 
exclusive twelve-month calendar, dedicated 


to their upcoming summer title, Dead or 
Alive Xtreme Beach Volleyball. 

Ayane, Tina, Hitomi, Lei Fang and the 
gang are all here in their best beach-wear, 
gracing wherever you choose to hang this 


gencies associated with this promotion are ineligible for the offer. (2.) Entries to the 


calendar with twelve months of glossy 
beauty. No, this competition is not a joke. 
These calendars are very real. And with 
thanks to Microsoft, we've got ten of them 
to give away. 

To be in the running to win one of 
these exclusive Dead or Alive Xtreme Beach 
Volleyball calendars, send your entries to: 


WIN SPI 


Calendar Girls, Official Australian Xbox 
Magazine, PO Box 1037, Bondi Junction, 
NSW 1355; and write on your entry in 30 
words or less who your favourite Dead or 
Alive girl is and why. Don't forget to include 
your name, address and contact details on 
the back of the envelope, and don't forget to 
mention which State you live in! 


ER-MAN ON DUDI 


SPIDER-MAN: THE MOVIE is out on DVD, 
and with thanks to Columbia TriStar Home 
Entertainment, we're pleased to offer our 
readers the chance to win one of five copies. 
This amazing two-disc set not only 
comes with the special effects-laden movie, 
but is stacked with extras, in-movie trivia 
and commentary from the cast and crew. 
Plus it's a must for anyone who's a fan of 
Sam Raimi's work (particularly the cameos 


from Bruce Campbell, Lucy Lawless and 
Raimi's own brother!). 

To be in the running to win one of these 
great DVDs, send your entries to: 

Spidey DVD, Official Australian Xbox 
Magazine, PO Box 1037, Bondi Junction, 
NSW 1355. And don't forget to write your 
name, address and contact details on the 
back (and don't forget to include which State 
you live in!) 


, 2002. Entries must be sent to Official Australian Xbox Magazine, PO Box 1037, Bondi 
competition will have the chance to win only the prizes specified 

f personal information provided in connection with this offer is governed by the Privacy Notice. 
d Publishing Pty, Ltd, P.O Box 1037, Bondi Junction, NSW, 1355 
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ORINION 


Rare bought? Suck 
it down, fanboys. 


DESPITE WHAT MANY hardcore 
Nintendo fanboys will tell you, Rare 
jumping ship to Microsoft is a huge 
blow to Nintendo. It's produced 81 
titles for Nintendo platforms since 
the late '80s, only a blindly fanatical 
moron would say that Rare has not 
made a significant contribution of to 
Nintendo's consoles over the last 16 
years. A glance at Rare's prior works 
reads like an all-star cast - RC Pro- 
Am, Snake Rattle 'n Roll, Battletoads, 
Donkey Kong Country, Killer Instinct, 
Blast Corps, Diddy Kong Racing, 
Perfect Dark, Banjo Kazooie... let 
alone one of the greatest games of 
all time, Goldeneye. 

Make no mistake about it: Rare 
jumping ship is a bigger loss to 
Nintendo than a gain for Microsoft. 
Rare sold Nintendo systems. The 
end. Whether they'll do the same 
for Microsoft is anyone's guess. 

Funnily enough, once it became 
clear that Rare was going to jump 
ship, Nintendo released the 
following statement: “...in fiscal year 
2001, Rare accounted for only 9.5% 
of total Nintendo software revenue 
worldwide. In fiscal year 2002, that 
number declined to 1.5%." 

They must take us for idiots (and 
this is why you shouldn't believe 
every press release you receive). 

Given that 2001-2002 was 
essentially a transition period for 
Nintendo as it phased between the 
N64 and the GameCube, the lack of 
software from Rare (or any other 
developer, for that matter) should 
come as no surprise to anyone. 
Rare did have the at-the-time 
excellent looking Dinosaur Planet 
lined up for N64, but that was until 
Nintendo forced the Starfox licence 
down their throat, and what was 
going to be Dinosaur Planet on N64 
became the excellent Starfox 
Adventures on GameCube. 

Given Rare's stellar history over 
the years, you'd have to be a fool 
for believing Rare's best days are 
behind them. Killer Instinct 3 for 
Xbox, anyone? 


Justin Tylor is an independent 
journalist. His views do not 
necessarily reflect those of 

Official Australian Xbox Magazine. 
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A Deep space alien infestation - just one of many things the original didn't have. 


DEFENDER 


Classic coin-op redesigned to appeal to everyone 


DEVELOPER: SEVEN STUDIOS 
PUBLISHER: MIDWAY 
RELEASE DATE: 2003 


% WHILE THE NAME Defender 
<4 still rings huge bells of joy for 


e twenty-and-above-somethings, 
many younger gamers may not 


be at all familiar with the classic retro 
shooter. But don't worry - Seven Studios 


be. "as 


^* The spirit of the 2D original certainly seems to live on in 3D splendor. 
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has catered for all tastes in its revamp. 

“In remaking Defender, we wanted to 
keep a lot of the things from the original 
while adding new elements that would 
make it more interesting for today's 
gamer,” explained Lewis Peterson, 
president of Seven Studios. “We looked at 
the core element, which is flying and 
having waves of enemies coming at you 
at once. These were the really strong core 
elements of the original.” 

Obviously, the 2D aspect of the 
original had to go. “We switched to a 


4 Baddies swarm over the scanner. 


perspective like you'd see in Star Wars 
flying games but we had to be really 
careful about how we approached the 
weapons and the enemies so the 
gameplay would be accessible to all,” 
continued Peterson. “That was one of the 
biggest challenges we faced, the other 
being staying true to the original but 
adding new elements at the same time.” 

Seven Studios has also included 
vehicles that can be transported. Humans 
dropped next to them will run over to 
man their weaponry. But how will it look? 

“The Xbox version will look better 
simply because it's running on Xbox 
hardware and we'll be able show off a lot 
more," revealed Peterson. “I also think 
that there are some extra levels that we're 
going to put into the Xbox version.” 

Good. Whether the game survives the 
transition from 2D to 3D will be 
interesting to watch. 


4 The rescued cling on in terror. 


RETRO NO-NO 


WHEN WE originally checked out 
this game, we were given the 
impression that Midway would be 
including the original arcade version 
of Defender in the remake. 
Unfortunately, the developer has 
now changed its mind and has 
confirmed to us that the classic 
version will now be released on 
Game Boy Advance. Damn, 

we wanted that. 


£ 5 WORLD TITLES, NEVER 
THE SAME WA VE TWICE. 


Visit 13 of the most populai surf 
Spots from around the globe 
including Kirra and Bells Beach. 


a Pull off thousands of real world and 
mam = fantasy tricks including aerials, 
= A, SURFING WILL NEVER BE THE SAME switchbacks, slides and lip riding stunts 


Drop in with 6-time World Champion Kelly 
Slater, 2-time World Champion Tom 
1 Carroll or one of 7 other top pros in the 
Y ultimate surf experience, Kelly Slater's 


Pro Surfer. Play a total of 30 levels at | p R O S U R F E R 


the most challenging surf breaks from US —_ d 
around the globe. Pull off big air and l nee 
fantasy tricks like Rodeo Flip, Knack Knack 

and Hangman that let you take surfing to a whole 
new level. Surf in a constantly changing wave 


environment — you’ll never see the same wave 
twice. 
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/* KELLY. SLATER'S | — — Im 
IPRO SURFER. : ier 


Surf on waves populated 


with other surfers. 


X To find out more about Activision 02 
iREMARGHE - . . 
X«eox see are games, register your details online at 
http://ereg.activision.com.au . aes 
2002 Activision, Inc. and its affiliates. Published and distributed by Activision Publishing, Inc. and its affiliates. Activision and Pro Surfer are registered trademarks and Activision 02 is a trademark of Activision. Inc. and its affiliates. All Rights 
Reserved. Kelly Slater is a trademark of Kelly Slater. Microsoft. Xbox and the Xbox logos are either registered trademarks of Microsoft Cor 
respective owners. 23094KSPS_OXM 
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% HI XBOX PLAYERS! Xbox 
Live is a really wonderful 
e system for online gaming 
that PlayStation 2 and 

GameCube can never hope to 
imitate. And since Xbox Live is only 
for broadband, the only urgent 
question is do you use broadband in 
your home now? 

How many households are 
using broadband in western 
countries? Regarding using the 
internet at home, Japan was one of 
the worst nations in Asia. But 
recently in Japan, broadband user 
numbers are increasing dramatically. 

Because the cost for broadband 
including an ISP are very cheap, it 
means Xbox with Xbox Live has a 
strong chance to become the 
standard console for online gaming. 
If Final Fantasy XI was on Xbox Live 
it would be very easy to install and 
play with perhaps over 500,000 
players in Japan immediately. | 
thought Square made a big mistake 
when they didn't choose Xbox. They 
should release the next Final Fantasy 
title only on Xbox. 

I've played Unreal 
Championship and Re-Volt over 
Xbox Live and they're really fresh 
and interesting, especially with voice 
chat. Imagine Tekki [Steel Battalion] 
online, it'll be great. 

And the announcement of a 
release for Xbox in Korea and 
Taiwan is great, because their high 
level developing technique of online 
gaming will come to Xbox. 

For example, Kingdom Under 
Fire for Xbox from Phantagram is 
really fantastic. It's really awesome 
to see it in action. 


Koji Aizawa 
Editor-in-Chief 
Famitsu Xbox 
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A Unreal should be, well, unreal. 
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HARRY POTTER AND THE 
CHAMBER OF SECRETS 


Allow us to be your HP source... 


HARRY POTTER IS the new 
Star Wars? Let's hope that the 
Potter games aren't as 
7 unpleasant as licking the 
small of Jabba the Hutt's back on a hot 
day, like many of the Star Wars games. 
Developer Eurocom is trying its 
damnedest to make a game Potter fans 
can be proud of. Based on the second 


TETRIS WORLDS 


film (of the second book), Chamber of 
Secrets lets players jump into Harry's 
shoes, and check out the fantasy 
locations now familiar to millions. 

“This game is all about letting 
players be Harry", said Guy Miller, game 
design director of H's latest adventure. 
The whole of Hogwarts is open for 
exploration, with daytime lessons 
teaching players spells that come in 
handy while mooching around the 
grounds at night. The Quidditch pitch is 
in there, as is the Dursleys' house, with 
plenty more locations to come." 

"Absolutely everything in the game 
has been Potterised,” Miller said, and we 


Plenty of life in the old puzzle dog yet 


HOLD 


^* Cascade Tetris. Look like classic Tetris to you? And us... 
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AM 


^* The whole of Hogwarts is here... 


heartily agree at this early stage. Expect 
an imaginative, enjoyable jaunt that's 
not too difficult (remember, after all, this 
is mainly a game for the young 'uns) 
come November. 


DEVELOPER: BLUE PLANET 
PUBLISHER: THQ 
RELEASE DATE: NOVEMBER 2002 


e, 
* 

P d ever? Only Tetris has a chance of 

being the answer to all three of 

those questions, and so a recent brush with 
a nearly ready Tetris Worlds had the 
twenty-somethings in the office (and Max) 
going all nostalgic. 

The game comprises a collection of 
quirky interpretations of the classic original. 
First up is Cascade Tetris, in which clearing 
a line allows any blocks left above it to fall 
down, filling any holes below it. Then 
there's Hotline Tetris, with lines to be built 
in specific places. 

They vary only slightly from the 
original game (also included), yet take a bit 
of getting used to after years of simple 
block tessellation. We've yet to play 
Bombtris, Gadget Tetris or any of the other 
planned versions, but the mere sound of 
those names certainly piques our curiosity. 

Varied scoring rules spice things up 
even further. Sometimes, for example, there 
might be continual time limits, challenging 
you to make five lines in double-quick time. 

New game modes, a slathering of 
clubby music and whizz-bang graphical 
effects help in the attempt to drag Tetris 
kicking and screaming into 2002. 

The $64 question is whether the 
classic puzzle recipe of old is capable of 
tasting even better with these modern 
furnishings; and will it offer enough 
gameplay to make it worth parting with all 
that money? Or will it, like ketchup-covered 
caviar, become a case of over-egging the 
pudding? Only time will tell. We'll have 
more as it comes. 


BIGGEST GAME EVER? Best 
game ever? Most popular game 
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REASONS 


WORDS: CAMERON DAVIS 


^* Whether you're dial-up or broadband, download yourself a copy of the trailer. Then you'll know why Xbox is better. 


Okay. So you've just dropped $400 for an Xbox. Now, you need to justify the purchase 
to your parents or significant other, That's where we come in here to help. 


NO STUPID EXTRAS 
i; Some add-on devices for other 
consoles are labelled “optional”, 
but are pretty much 
“essential”. Not so 
with the Xbox: you 
don't need any silly 
vertical stands, 
attachable lights, 
memory cards, 
“optional” hard drives 
or network adaptors. 
The only thing you'll 
ever have to worry 
about is a spare 
controller or the DVD Kit 
(which is free with the 
Halo Combat Pack 
anyway). 


THE DELUXE 
TREATMENT 

?"i. Some people 
dismiss the Xbox 
i because a lot of its games are 
available on other consoles. So what? 
That's like saying the majority of DVD 
movies are also available in VHS format. 
Every game looks and plays better on 
Xbox, plus you get the extras. the Xbox 
versions Turok: Evolution, Tony Hawk 3 or 
Metal Gear Solid 2: Substance! 


HOME THEATRE GOLD PASS 

Speaking of DVD, the Xbox better 
caters to home theatre enthusiasts. 
DVD playback is smoother and 
crisper than on other DVD-capable gaming 
systems on the market, and colours are 
more accurate and vibrant. Even the 
remote control is cooler, with a more 
intelligent button layout and funky "glow 
in the dark" buttons that make it easier to 
find when you lose it in the couch. 


BIG SCREEN FUN 

The Xbox is designed to work with 

just about any television and audio 

set up. Have a tiny 13 inch set or a 
60 inch monster projection system? Do 
you have two tinny speakers or a massive 
Dolby Digital set up? It doesn't matter. The 
Xbox will output stereo or Dolby Digital, 
standard 4:3 or widescreen 16:9. And 
there are no weird jagged lines. 
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LESS DAMAGE-PRONE 

iit Ever known someone who had to 
get his or her console fixed because 
the laser inside it stopped working? It 
happens all the time with a certain "other" 
console. The DVD-tray and laser inside the 
Xbox are sturdy and, because you're not 
trying to balance the console on its side like 
some alleged piece of modern art, there's 
little chance of either being bashed around. 


YOU SAVE MONEY ON MEMORY CARDS 
Unless you want to copy your saved 
game files to another Xbox, you'll 

i never need a memory card. Owners of 
other consoles, on the other hand, need 
almost as many memory cards as they have 
games. Ask any owner of Madden NFL 2002 
on GameCube or Final Fantasy X on PS2 
how many memory cards they have. Four? 
Five? SIX?! With the Xbox, it will take quite a 
while to fill up the 8 Gigabyte hard drive. 


MODS A-PLENTY 
As we detailed in Issue 05, there's 
an active Xbox case mod 
community. Why? Xbox owners are 
a creative lot. If they're not putting in 
funky neon lights, they're looking at ways 
to make the console hover in mid-air. 
There really isn't much you can do with 
the "two shoeboxes bolted to each other" 
look of the PlayStation 2, is there? 


BETTER HARDWARE, THROUGH 

AND THROUGH 

ii, The Xbox isn't trying to reinvent the 
wheel. It uses widely accepted 

# standards such as DirectX and 
NVidia graphic technology. For gamers, 
that means that objects onscreen are as 
realistic as possible and the environments 
they occupy are well lit and teeming with 
detail. Developers, meanwhile, spend less 
time trying to understand the hardware 
and more time making cool, new and 
original games not possible anywhere 
else. That means more games on the shelf 
to choose from, which is a good thing. 


THERE'S PLENTY TO LOOK 
FORWARD TO 
E Yes, we go on about Halo a lot, but 
it really is something special and 

ss: makes waiting for Halo 2 all that 
more fun. And Blinx. And Fable. And 
Project Gotham Racing 2. And Perfect 
Dark 2. And Panzer Dragoon Orta...and a 
tonne of other Xbox-exclusive titles that 
you won't be able to get anywhere else. 
Sure, every console has games you can't 
get on competing platforms, but for every 
good exclusive they have, the Xbox has 
two great ones. 


IT SAYS GOOD THINGS ABOUT 
YOUR CHARACTER 

* Most people are sheep who just play 
# what they're told to play, and enjoy 
# what they're told to enjoy. It's a sad 
fact of life that explains the continued 
popularity of Who Wants To Be A 
Millionaire, and it applies to all the 
owners of certain other systems bought 
one simply because everyone else did. 
Just because millions of people bought 
Enrique's new album doesn't mean it's 
worth listening to. You're an Xbox owner, 
and that means you're willing to break 
from the pack and lead your own life. 
Good for you! 


Coming Sooft- 
. On XBo 


* YONDE 


contact m Balmora and Med pen F the 
Prophecies of the Incarnate, your mission, and the role you 
are to play in the Morrowind's history 


Out Late October 


oleplayers r rejoice, your time has finally come to the console ae 
- THE ADRENALINE VAULT 5/ 


EH Td may well have what it takes to convine 
you that the system truly does have it all 
- GAMESPOT 8.5/1 TO 


"it borders on a work of art. You have to play 
- THE ARMCHAIR EMPIRE 1 


‘T don't think Fean rec commen d this pus enoug 


"Almost infe Teplayab lity 
- GAMES DOMAIN 


ky X-MEDIA 


+ 
*, 
4 


+ HOME THEATRE HEAVEN 


" 


RRP $39.95 RATING M15+ 


ARGUABLY THE BEST comics- 
% to-film adaptation ever made, 


2 


certainly the surprise hit of the 
year. Sam “Evil Dead” Raimi 


WE 


SPIDER-MAN 


brings the web-slinger to life with his 
kinetic directing style married perfectly to 
the A-list cast. DaFoe and McGuire are in 
top form as the leads, but also look out 


RRP $34.95 


RATING MA15+ 


$ MEL GIBSON STARS in this 
*e blood drenched Vietnam epic. 
"As Colonel Hal Moore, it's 
* Mel's job to lead America's Air 
Cavalry into deadly battle with the 
dastardly NVA and their menacing conical 
hats. The producers have aimed for 
re-creating this historical battle with the 
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utmost realism, with gobs of blood 
exploding all over your screen. The sound 
mix in particular is well done, with bullets 
whizzing past your head for most of the 
films two hour length. Not quite as much 
creative swearing as in Aliens, but then it's 
nowhere near as arty or indulgent as 
Black Hawk Down, either. 


X MAGAZINE 


E. 


for cameos from Raimi's earlier works. 
Lucy "Xena" Lawless pops up as a punk 
chick, and Bruce "S-Mart" Campbell plays 
the ringside announcer who introduces 
Spidey to his short-lived wrestling career. 
As DVD consumers, we're spoiled for 
choice. As of October 30, there are not 
one but two editions for fans to cherish. 
The standard special edition is a two disc 
set, replete with documentary features, 
extras and so forth. The extra-special 
special edition is a monster, cramming 
four discs into the one mega package. 


THE FAST SHOW 


The third disc contains even more 
documentary material on the creation 
of the web-crawling hero, and the fourth 
is the motion picture soundtrack CD. 
While fans may feel torn between the 
two editions, it should be noted that it 
was awfully decent of Columbia TriStar to 
give us the choice up front, as opposed to, 
say, the two editions of The Fellowship of 
the Ring which appeared within months 
of each other - ditto for Harry Potter. It's 
nice to know when we're being exploited. 
Go web! 


RRP $34.95 


first season of one of the finest 
d comedy programs ever to grace 
* SBS is now yours to own on 
DVD. Highlights of this fractured sketch 
show include Unlucky Alf ("Bugger!"), 
Channel Nine ("Scorchio!") Ed Winchester, 
Cheesy Peas, and that guy who thinks 


A “OOH! SUITS YOU, sir!" The 


RATING MA15+ 


everything is “Brilliant.” For the 
uninitiated, The Fast Show relies on 
bombarding the viewer with short, sharp 
shocks of comedy, with no one situation 
lingering long enough on screen to get 
boring. Depending on your brain 
chemistry, the result is either hilarious or 
incomprehensible. 


DVD CINEMA ONLINE MUSIC EDITED BY JAMES COTTEE 


HOT ON THE SILVER SCREEN 


RED DRAGON 


Now with more fava beans! 


IMAGINE THE FILM industry as a giant pendulum, swinging 
back and forth with the tide of public opinion. At one extreme, 
our cinemas get saturated with sickly sweet drama/comedies 
about babies, weddings and the healing power of laughter. 
We can only take so much of it, however, before we all start 
to want movies about deviants who kill people and wear their 
skin. As the big bad censorship pendulum swings back, we 
can finally get to see a movie like Red Dragon, the long 
awaited prequel to The Silence of the Lambs. 

Anthony Hopkins is back as Hannibal Lecter, the brain 
eating doctor we've all come to know and love. Edward 
Norton is ex-FBI agent Will Graham, the man who put Dr 
Lecter behind bars. Graham almost ended up on Lecter's 
lunch menu, so it's with some reluctance that he comes out 
of retirement to assist in tracking down the ominously 


THIS MONTH'S ONLINE HANGOUTS 


SPACE CAPTAIN STEVE'S 


www.spacecaptainsteve.com 


BEHOLD, THE LAIR of the elusive Space Captain Steve. Also 
known as Steve Stamitiadis, he's one of the biggest names in 
the Aussie game development industry. Since 1986 he's 
beavered away on games like Halloween Harry, Zombie 
Wars, and Steel Soldiers. His graphic style is a unique blend 
of Western and Japanese techniques, and he's played a huge 


WEEBL & BOB Ù 


^* A younger, feistier Hannibal Lecter in Red Dragon 


named "Tooth Fairy". It's with greater reluctance that he 
enlists Hannibal as a consultant. 

It's safe to say that this motion picture isn't suitable for 
children, and even some adults. But if you are a fan of 
Hannibal, watch it now before someone else spoils the 
whole thing for you. 


role in putting the local scene on the map. The co-founder of 
Krome Studios, he's presently working on Blade Kitten, a 
game concept that's packed to the gills with sexy, stylish 
violence. This website is brimming with downloadable 
goodies, such as artwork, wallpapers, comics, and snippets 
of news about the future of gaming. 


Flamethrower 


www.weebl.jolt.co.uk 


http://koti.mbnet.fi/temper/crimsonland/ 


MEET WEEBL AND BOB, the new face of flash animation. 
These rolly-poly disembodied heads are part Humpty Dumpty, 
part Terrance & Phillip. Their one obsession in life 

is pie. Pie, at any cost. After a few scant months online, and 
a handful of adventures, MTV are looking at buying out the 
franchise, and turning it into another one of their cult 
cartoons, a la The Maxx. They might be on to something. 
Even though all they do is wobble slowly back and forth, 
uttering the occasional one liner, they have somehow 
captured the fleeting attention of a generation of bored 
Internet goers. “When come back, bring pie.” Deep. 


THIS NEWS PORTAL IS updated every weekday, and 
showcases the latest news and rumours from the world of 
film and DVD. Garth Franklin, Sydney resident and die-hard 
film buff, is the hub of a global network of spies and 
informants. These code-named moles bring forth furtive 
reports from the sets of upcoming feature films, providing a 
rare glimpse behind the tawdry tinsel of "The Screw Factory". 
In the past he's hosted leaks from Star Wars and The Matrix, 
and the buzz usually hits Dark Horizons first. Also includes 
comprehensive links, movie release timetables, and stacks 
of high-res trailers to download. 


COURTESY OF SHOCK RECORDS 


MORE INTENTIONALLY STERILE Brit-Pop, in 
the vein of New Order, or possibly The Pet 
Shop Boys on NyQuil. The two-part song 
"Snow Patrol" bookends a varied and 
imaginative blending of dominant Euro- 
sounds. Quite a pleasing aural landscape, 
with mellow electronic punctuation to the 
sporadic, understated vocals. 


PERHAPS THE WORLD'S leading Irish 
punk rock band, the Dropkick Murphys 
have distilled the best of their three 

St. Patrick's Day '02 concerts into one 
immensely enjoyable disc. The Murphys 
are supported by a contingent of bagpipe 
players for added Gaelic oomph, as they 
regale us with Celtic classics and their 
own creations. 


I 


IF YOU STARE into the abyss long enough 
it stares back. Then it starts singing along 
to Hot Water Music, one of the world's 
leading forces of angst punk. Their new 
album, while not very long, is very good, 
and fans will delight, or rather despair, at 
the bleak sounds of Caution. They sound 
like Faith No More on a bad day, or 
Converter on a good day, take your pick. 


mue 


MELBOURNE GROUP SUPERHEIST have 
been steadily fortifying their sound, with 
the result being this album from the 
Fear Factory school of very, very heavy 
metal. The leitmotif is the ever-popular 
metal mantra of rampant corporate 
control through advanced technology, 
but the delivery is hard, fast, and 
inarguably potent. 
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READERS 


MOST WANTED 


LET US KNOW the Xbox 
games you're most 
looking forward to. Use 
the coupon on page 113, 
include a Top Five with 
anything you send us or drop us an 
email at staff@fxmi.com - always 
indicate your order of preference. 


OUR SHOUT 

NO SURPRISE to see Halo 2 hogging the 
top spot now that screens, info and (by 
the time you read this) the trailer have 
entered the public domain. It's nice to 
see Splinter Cell (above), which is also 
looking very special but is only a few 
months away from release, up there at 
number two. Project Ego slips a place, 
but expect it, like Halo 2, to stay high. 


1. HALO 2 
DEVELOPER: BUNGIE PUBLISHER: MICROSOFT 
RELEASE: 2003 


2. SPLINTER CELL 
DEVELOPER/PUBLISHER: UBI SOFT 
RELEASE: NOVEMBER 2003 


3. PROJECT EGO 

DEVELOPER: BIG BLUE BOX 

PUBLISHER: MICROSOFT RELEASE: 2003 

4. METAL GEAR SOLID 2: 
SUBSTANCE 

DEVELOPER/ PUBLISHER: KONAMI 

RELEASE: 2003 


5. BLINX: THE TIME SWEEPER 


DEVELOPER: ARTOON PUBLISHER: MICROSOFT 
RELEASE: NOVEMBER 2002 


6. UNREAL CHAMPIONSHIP 


DEVELOPER: DIGITAL EXTREMES 
PUBLISHER: INFOGRAMES 
RELEASE: NOVEMBER 2002 


7. STAR WARS: KOTOR 

DEVELOPER: BIOWARE PUBLISHER: ACTIVISION 

RELEASE: 2003 

8. DOA XTREME BEACH 
VOLLEYBALL 

DEVELOPER: TECMO PUBLISHER: MICROSOFT 

RELEASE: NOVEMBER 2002 


9. PANZER DRAGOON ORTA 


DEVELOPER: SMILEBIT PUBLISHER: SEGA 
RELEASE: 2003 


10. COLIN MCRAE 3 
DEVELOPER/ PUBLISHER: CODEMASTERS 
RELEASE: OCTOBER 2002 


THE HOT TOPIC 


The biggest Xbox topics, polyunstaturated 


Which squad-based shooter are you gagging for? 


THIS MONTH'S 
CHART THROB: STEVE 


1. SPLINTER CELL 
2. PROJECT EGO 


3. PANZER DRAGOON ORTA 


4. MGS2: SUBSTANCE 


5. COLIN MCRAE RALLY 3 


STEVE SAYS: IT HAS TO be Splinter Cell, purely because I'm gagging to see how 
well all those clever gadgets shape up in gameplay. It'll also be interesting to see 
how Sam Fisher shapes up against MGS2: Substance's Solid Snake. Panzer Dragoon 
Orta looks stunning and, hopefully, will continue the Panzer tradition of offering up a 
beautiful shoot-'em-up experience. Colin McRae Rally 3 has become the lunchtime 
spin of choice as we try to beat each other's lap times. 


KEY (per cent) 


E Ghost Recon 


d" Operation Flashpt 40 


30 


Team SAS 


30 


DISTRIBUTOR 


_ BUFFY THE VAMPIRE SLAYER ELECTRONIC ARTS 1 
TUROK EVOLUTION FIRST-PERSON SHOOTER ACCLAIM 14 
BLADE 2 FIGHTING/ADVENTURE ACTIVISION 1 
j BRUCE LEE FIGHTING VIVENDI 1 
12/9 CHASE ACTION/RACING THQ 14 
18/9 COMMANDOS STRATEGY INFOGRAMES 14 
20/9 CONFLICT DESERT STORM STRATEGY/ACTION INFOGRAMES t4 
27/9 CRAZY TAXI 3 RACING INFOGRAMES 12 
29 ENCLAVE ACTION/FPS INFOGRAMES 1 
779. FILA TENNIS SPORTS THQ 14 
30/9 GRAVITY GAMES BMX SPORTS ACCLAIM 12 
26/9 LARGO WINCH ADVENTURE UBI SOFT 1 
2719 LOONS: FIGHT FOR FAME PARTY GAME INFOGRAMES 14 
20/9 MADDEN NFL 2003 SPORTS ELECTRONIC ARTS 14 
26/9 MYST Ill: EXILE ADVENTURE UBI SOFT 1 
23/9 PRO TENNIS WTA TOUR SPORTS INFOGRAMES 14 
23/9 SPLASHDOWN ACTION SPORTS INFOGRAMES 12 
2119 STREET HOOPS SPORTS ACTIVISION 14 
OCTOBER 
MID OCT AFL LIVE 2003 SPORTS ACCLAIM 14 
END OCT BALDUR'S GATE: D. ALLIANCE ACTION RPG INTERPLAY 12 
10/10 BARBARIAN FIGHTING INTERPLAY 14 
31/0 BATMAN: DARK TOMORROW ADVENTURE ACCLAIM TBA 
22/10 BLINX THE TIMESWEEPER ACTION MICROSOFT 1 
3/10 DEATHROW ACTION SPORTS UBI SOFT H8 
25/10 FIFA 2003 SPORTS EA SPORTS TBA 
18/10 HITMAN 2: SILENT ASSASSIN FIRST-PERSON SHOOTER INFOGRAMES 12 
10 KELLY SLATER'S PRO SURFER ACTION SPORTS ACTIVISION 4 
Wo MAT HOFFMAN 2 ACTION SPORTS ACTIVISION 12 
Tono MORROWIND ROLE-PLAYING GAME UBI SOFT 1 
13/10 NFL FEVER 2003 SPORTS MICROSOFT t4 
DAB OFFICIAL AUSTRALIAN X80X MAGAZINE 


END OCT 
Vio 

10/10 
25/0 
nno 
25/0 


GAME GENRE 

NFS: HOT PURSUIT 2 RACING 

NHL 2003 SPORTS 

NHL HITZ 2003 SPORTS 

PHANTOM CRASH MECH ACTION 
QUANTUM REDSHIFT FUTURE RACING 
REIGN OF FIRE ACTION 

SEGA SOCCER SLAM SPORTS 

SHADOW OF MEMORIES ADVENTURE 

SILENT HILL 2: INNER FEARS HORROR/ADVENTURE 
SMASHING DRIVE RACING 

TAZ WANTED ACTION/ADVENTURE 
TERMINATOR: DAWN OF FATE ACTION 

THE THING HORROR/ADVENTURE 
TIMESPLITTERS 2 FIRST-PERSON SHOOTER 
WWE RAW ACTION SPORTS 
BLACK STONE RPG 

BLOOD RAYNE ACTION/HORROR 
COLIN MCRAE RALLY 3 RACING 

DYNASTY WARRIORS 3 ACTION 

HARRY POTTER 2 ADVENTURE 

JAMES BOND: NIGHTFIRE ACTION 

MAFIA ACTION 

MARVEL VS CAPCOM 2 2D FIGHTING 

MECH ASSAULT MECH ACTION 
MEDAL OF HONOR: FRONT. FIRST PERSON SHOOTER 
MERCEDES BENZ RACING RACING 

MICRO MACHINES RACING 

MINORITY REPORT ACTION 

NBA INSIDE DRIVE 2003 SPORTS 

NBA LIVE 2003 SPORTS 
NICKELODEON PARTY BLAST PARTY GAMES 

OP. FLASHPOINT: COLD WAR FIRST-PERSON SHOOTER 
OUTLAW GOLF SPORTS 

RALLY FUSION RACING 

ROBOTECH: BATTLECRY MECH ACTION 


DISTRIBUTOR 


ELECTRONIC ARTS 
ELECTRONIC ARTS 
ACCLAIM 

THQ 

MICROSOFT 

THQ 
INFOGRAMES 
INFOGRAMES 
INFOGRAMES 
ELECTRONIC ARTS 
INFOGRAMES 
INFOGRAMES 
VIVENDI 
INFOGRAMES 
THQ 


THQ 
VIVENDI 
INFOGRAMES 

THQ 

ELECTRONIC ARTS 
ELECTRONIC ARTS 
TAKE 2 INTERACTIVE 
THQ 

MICROSOFT 
ELECTRONIC ARTS 
TDK INTERACTIVE 
INFOGRAMES 
ACTIVISION 
MICROSOFT 
ELECTRONIC ARTS 
INFOGRAMES 
INFOGRAMES 

RED ANT 
ACTIVISION 

TDK MEDIACTIVE 


PLAYERS 


TBA 
12 


DATE 


TBA 

15/11 

15/11 

221 

TBA 

2m 

EARLY NOV 
29/11 

zm 

wn 

22/1 

EARLY NOV 
221 

8m 

15/1 

15/1 

7m 

20/1 

Vn 

Vin 
DECMEBER 
5/12 

19/12 

5/12 

TBA 

6/12 


2003 
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CHART 


WHEN YOU WALK away from a shop 
with a game in your hand, in a bag or 
tucked in your trousers (shame on you) 
an almost-invisible wire attached to the 
box is pulled taught. The other end is 
fixed to an umbrella - every time it 
opens, one more sale is notched up. 


^» FOLLOWING Project Gotham Racing 
is another Vegemite game - you either 
love it or hate it - plopping in at 
number five. Issue 05's Game of the 
Month, Hunter: The Reckoning, is a 
blissful combination of Smash TV and 
Zombie's Revenge. 


GAME 


SEABLADE 

SEGA GT 2002 

SNEAKERS 

STAR WARS JEDI KNIGHT II 
STARSKY & HUTCH 


SUPERMAN: MAN OF STEEL 


LORD OF THE RINGS: FOTR 
TIGER WOODS PGA 


GENRE 


SHOOTER 

RACING 

ACTION 
ACTION/SHOOTER 
STRATEGY/RACING 
ACTION 
ADVENTURE 
SPORTS 


TOM CLANCY'S GHOST RECON STRATEGY/SHOOTER 
TOM CLANCY'S SPLINTER CELL ACTION/ADVENTURE 
TONY HAWK'S PRO SKATER 4 ACTION SPORTS 


TOTAL IMMERSION RACING 
TOXIC GRIND 


TRANSWORLD SNOWBOARD 


TY THE TASMANIAN TIGER 
UNREAL CHAMPIONSHIP 
VEXX 

WHACKED 

X-MEN: NEXT DIMENSION 
YAGER 


BMX XXX 

DRAGON'S LAIR 3D 
LEGENDS OF WRESTLING 2 
MALICE: KAT'S TALE 
MONOPOLY PARTY 


BATTLEFIELD 1942 


DOA XTREME BEACH VOLLEY 


DEAD TO RIGHTS 
GALLEON 
OUTLAW VOLLEYBALL 


SHAUN MURRAY'S PRO WAKE. 


BRUTE FORCE 


RACING 
SPORTS/ADVENTURE 
SPORTS 

ADVENTURE 
FIRST-PERSON SHOOTER 
ACTION/ADVENTURE 
ACTION 

ACTION 

SIMULATION 


ACTION SPORTS 
ADVENTURE 
ACTION SPORTS 
ACTION/ADVENTURE 
PARTY GAMES 


FIRST-PERSON SHOOTER 
SPORTS 
ACTION/ADVENTURE 
ACTION/ADVENTURE 
SPORTS 

ACTION SPORTS 
FIRST-PERSON SHOOTER 


INDIANA JONES EMPEROR'S TOMB ACTION/ADVENTURE 


ALTER ECHO 


ACTION/ADVENTURE 


1. TUROK: EVOLUTION 
DEVELOPER: ACCLAIM AUSTIN PUBLISHER: ACCLAIM 


Turok: Evolution storms straight into the top slot, beating out both Halo and Buffy. 


2. BUFFY THE VAMPIRE SLAYER 
DEVELOPER: THE COLLECTIVE PUBLISHER: ELECTRONIC ARTS 
The long-delayed vampire slayer swoops into the second spot. 


3. HALO: COMBAT EVOLVED 
DEVELOPER: BUNGIE PUBLISHER: MICROSOFT 
Oh my God, the King is dead. Halo falls by not one, but two notches. 


4. PROJECT GOTHAM RACING 
DEVELOPER: BIZARRE CREATIONS PUBLISHER: MICROSOFT 
Gotham continues its crazy handbrake slalom around the charts. 


5. HUNTER: THE RECKONING 
DEVELOPER: HIGH VOLTAGE PUBLISHER: INTERPLAY 
Stumbles three spots, possibly due to bits of its leg being gnawed to a bloody 


6. JAMES BOND 007 IN...AGENT UNDER FIRE 
DEVELOPER: EA REDWOOD PUBLISHER: EA 
James falls on his arse, gets up, dusts himself off, and keeps plugging away. 


7. SPIDER-MAN THE MOVIE 
DEVELOPER: TREYARCH PUBLISHER: ACTIVISION 
One of Spidey's lesser-known powers: hanging on for dear life to the charts. 


8. RALLISPORT CHALLENGE 
DEVELOPER: DIGITAL ILLUSIONS PUBLISHER: MICROSOFT 
RalliSport's still powering away through the competition in the sales charts. 


9. DEAD OR ALIVE 3 
DEVELOPER: TECMO PUBLISHER: MICROSOFT 
Still fighting fit, and unbeaten on the Xbox scene. 


10. CRASH BANDICOOT: TWOC 
DEVELOPER: TRAVELLERS TALES PUBLISHER: VIVENDI 
Still managing to find a spot in the Top Ten! 


DISTRIBUTOR PLAYERS DATE GAME 
RED ANT TBA ROBOCOP 
INFOGRAMES 1 DARK ANGEL 
MICROSOFT 1 PANZER DRAGOON ORTA 
ACTIVISION TBA RACING EVOLUZIONE 
VIVENDI TBA MISSION IMPOSSIBLE 
INFOGRAMES TBA METAL GEAR SOLID 2: SUBS. 
VIVENDI 1 BATTLE ENGINE AQUILA 
ELECTRONIC ARTS TBA FURIOUS KARTING 
UBI SOFT 14 TOEJAM AND EARL III 
UBI SOFT 1 TOCA RACE DRIVER 
ACTIVISION TBA LOOSE CANNON 
VIVENDI TBA MIDTOWN MADNESS 3 
THQ TBA KUNG FU CHAOS 
INFOGRAMES TBA MACE GRIFFIN: BOUNTY HUNT. 
ELECTRONIC ARTS TBA HOUSE OF THE DEAD 3 
INFOGRAMES 14 STAR WARS: KOTR 
ACCLAIM 1 RAYMAN 3: HOODLUM HAVOC 
MICROSOFT 14 FALCONE 
ACTIVISION TBA STEEL BATALLION 
THQ TBA STAR WARS GALAXIES 

WWE: CRUSH HOUR 
ACCLAIM TBA NINJA GAIDEN 
UBI SOFT 1 CRIMSON SEAS 
ACCLAIM TBA PSYCHONAUTS 
VIVENDI 1 EVIL DEAD: A FISTFUL. 
INFOGRAMES TBA PROJECT BG&E 

WOLVERINE'S REVENGE 
ELECTRONIC ARTS TBA DUALITY 
MICROSOFT 14 TRUE CRIME: STREETS OF LA 
ELECTRONIC ARTS 1 PROJECT EGO 
INTERPLAY TBA XIII 
RED ANT TBA BC 
ACTIVISION TBA VIRTUA FIGHTER 4.1 
MICROSOFT 14 HALO 2 
LUCASARTS 1 STRIDENT: THE SHADOW FRONT 
THQ TBA ONIMUSHA 2 


oO 


mess. 


GENRE 


ACTION/SHOOTER 
ACTION/ADVENTURE 
SHOOTER 

RACING 
ACTION/ADVENTURE 
ACTION/ADVENTURE 
ACTION /ADVENTURE 
RACING 
ACTION/PUZZLE 
RACING 

ACTION 

RACING 

ACTION 

ACTION 

LIGHT GUN 
ROLE-PLAYING GAME 
ACTION/ADVEMTURE 
FIRST-PERSON SHOOTER 
MECH SIMULATION 
ROLE-PLAYING GAME 
ACTION RACING 
ACTION/ADVENTURE 
ACTION 

ACTION 

ADVENTURE 
ACTION/ADVENTURE 
ACTION 
ACTIONADVENTIRE 
ACTION/ADVENTURE 
ADVENTURE/SIMULATION 
FIRST-PERSON SHOOTER 
SIMULATION 

FIGHTING 
FIRST-PERSON SHOOER 
ACTION/ADVENTURE 
ADVENTURE 


¢ THERE'S NO denying the popularity 
of the TV show, Buffy the Vampire 
Slayer, and the videogame has that to 
thank for its meteoric rise to second 
spot. Sure, it was still beaten by Turok, 
but don't forget which landmark game 
it had to get past in order to reach this 
spot (starts with 'H', ends with 'O"). 


^^ AFTER SIX months in the top spot, 
Halo has finally been overtaken by two 
worthy - though arguably nowhere 
near as good - new games. How much 
longer will the Master Chief stick 
around in the sales charts, and will he 
outlast his successors? 


DISTRIBUTOR 


INTERPLAY 
VIVENDI 
INFOGRAMES 
INFOGRAMES 
INFOGRAMES 
INFOGRAMES 
INFOGRAMES 
INFOGRAMES 
INFOGRAMES 
INFOGRAMES 

UBI SOFT 
MICROSOFT 
MICROSOFT 
ELECTRONIC ARTS 
INFOGRAMES 
ELECTRONIC ARTS 
UBI SOFT 
INTERPLAY 

THQ 

ELECTRONIC ARTS 
THQ 

MICROSOFT 

TBC 

MICROSOFT 

THQ 

UBI SOFT 
ACTIVISION 
PHANTAGRAM 
ACTIVISION 
MICROSOFT 

UBI SOFT 
MICROSOFT 

SEGA 

MICROSOFT 
PHANTAGRAM 
CAPCOM 


PLAYERS 


EZ 5 SHOE SIZES IN THE OFFICE: (5) 7.5 (MAX - TOO CLOSE TO KIDS SECTION, BUT MAY SAVE MONEY THERE); (4) 9 (PHIL - GOOD STEADY SIZING); (3) 9.5 (BEN - COULD BE UNTRUE, NO-ONE DARED TO CHECK); (2) 10 (STEVE, JON, GAV - POPULAR ONE, THIS); (1) 10.5 (PAUL - IT MAY BE TRUE WHAT THEY SAY). ED DIDN'T KNOW HIS SHOE SIZE, UNFORTUNATELY. 


> ISSUE DE na7 


WRITE TO US AT: Official Australian Xbox Magazine, PO Box 1037, Bondi Junction, NSW 1355 


Email us at: staff@oxm.com.au. Your opinions count - we want to hear them! 


LETTERS O8 EDITOR 


NAME: KEVIN CHEUNG 
GAME OF CHOICE: SPLINTER CELL 


People agreeing with reviews, others 
disagreeing violently, and others who've 
hated everything and can't wait any longer 
for the killer apps to come out. It's all in a 
month's work in this issue's letters page, 
where you can have your say. 


MODERN ROMANCE 
I'm a 34-year-old female 
admin assistant and keen 
gamer. | realise that most of 
your readers are most likely male, but | 
wanted you to know that some of us 
ladies (at my age | don't object to being 
called a ‘girl’, it's quite flattering) are very 
much into games. 

Personally, I've always been an avid 
PC game player. | saw consoles as a kind 
of poor man's computer. But one day 
while out on a shopping spree (we ladies 
do love to shop) | treated myself to an 
Xbox and | haven't looked back since. 

There is nothing better than after a 
hard day at work, coming home and doing 
some serious butt kicking on my Xbox. It's 
great stress relief as | can pretend I'm 
wiping out my boss. | am sure that some 
of my colleagues think I'm a serial killer as 
they catch snatches of conversation which 
go like “I got a really great headshot in last 
night, splattered him everywhere" etc. 

The only problem | have is trying to 
wrestle the controller from my husband. 
He bought Enclave the other day and 


refused to let me have a go, so | took great 
delight in reading out your review (in Issue 
06), just as he fell into an unforeseen trap 
and was killed for the third time, having to 
start all over again. 

You were right - the game can be 
unfair and, yes, it does look stunning. I find 
your reviews to be very fair and generally 
spot on. I’m looking forward to Blinx, Brute 
Force and Unreal Championship. 

| was wondering if the team from 
Tecmo was planning to develop a game in 
which the boys from DOA indulge in 
playing Extreme Twister wearing nothing 
but tiny pairs of Speedos. Here's hoping... 

If there are any ladies out there who 
are fed up with their other half always 
playing Xbox games, try joining in. You can 
always blow his character's head off 
because he left the toilet seat up. 

Lesley 
Via email 


What a woman - instead of giving your 
man's tea to the dog or nagging him to 
the point of suicide, you give him a good 
beating via the medium of multiplayer. Is 
this the first documented case of a 
deathmatch made in heaven? FYI, no 
nudey man games are in development. 


Firstly, | think the mag is great 
and | couldn't live without it. 
Being in a remote area this is 
the only news and information | get. The 
demos and reviews are good because I 
can't hire games out here - the one and 
only video store doesn't stock them! 
Secondly, | want to pass a comment 
about all of the knockers who write 
negative articles about the Xbox. | have 
read a number of articles where the writer 
is basically willing the Xbox to fail. Kevin 
has so rightly pointed out that the Xbox is 
relatively young in the market and is doing 
very well compared to other consoles at 
this same period in time. | know of five 
people who purchased an Xbox over the 
PS2 based on what | had shown them. 
Only one person purchased a PS2, but 


NO, YOU'RE WRONG 
Sorry to rain on your parade, 
but | purchased Enclave despite 
your derisory efforts to find 
fault with the E3 2001 IGN-award-winner. 

Either the judges at E3 2001 were all 
drunk when giving out the awards or your 
reviewer is insane and has a dislike for 
everything that's been released since Halo, 
which he pointlessly and irreverently 
compared with Enclave on a couple of 
occasions in the review. 

Sorry mate, but there is a chasm of 
difference between the two and you 
shouldn't have referred to Halo to make a 
point about certain gameplay aspects. 
Each game should be judged on its own 
merits, not those of others. How would 
you like it if | compared the journalistic 
standards in Pig Farmers Monthly with 
your own? You both do exactly the same 
job but cover different subjects. 


^ Moto GP is a must-have Elite game. 


| feel you've treated Enclave unfairly 
and it deserved a higher score than the 
pitiful one dished out. | wonder how it 
would have fared if the publisher was EA, 
behind the 8.9-scoring Buffy game. 

It's magazines like yours that leave a 
bitter taste in the mouth when you 
obviously kiss the feet of the big publishers, 


only to play old PS One games. 

Lastly, to Sean Winters who thought 
he was too old. | am 32 and loving the 
Xbox. My daughter is 5 and she plays the 
Xbox. | play co-operative missions in 
Halo with my wife and she is looking 
forward to Toejam and Earl (we are old 
Sega Megadrive heads). We try to play it 
as a family and it's great for getting us 
together and having a laugh. As they say, 
you are only as old as you feel. | look 
forward to growing old with the Xbox. 

It's part of the family now. 
Dale Standen 
Via email 


We'll certainly be playing games till 
we're old and grey too., and It's good 
to hear your household's so open- 
minded about playing games. 


A The writer of each month's Star Letter will receive one of these specially made STM back packs, perfect 
for transporting your Xbox to a friend's house. Everything fits neatly inside, and we even use it ourselves! 
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awarding their second-rate games highly 
while rubbishing beautiful and innovative 
games from the smaller, yet more talented 
ones. You're a disgrace to your profession. 
Yours disgustingly... 
Mr DJ Porritt 
Via email 


Christ. We like our reviews to provoke a 
reaction, but this is one of the strongest 
we've received. Enclave, to us and plenty 
of people who have sampled it, is a huge 
disappointment. Hyped by many before 
release (not us, although we did give it 
as much coverage as we could), it simply 
didn't match expectations. As far as the 
Halo comparisons go, the review looked 
at two fundamental aspects of any game 
- its in-game loading and the player's 
interaction with the game world - and 
used Halo as the best example of both. 
We did not compare Halo as a FPS to 
Enclave as a third-person adventure. We 
don't care who develops or publishes 
games, otherwise we'd never have 
championed Deathrow in Issue 06. And 
Buffy got 8.9 in Issue 04 because it's 
very, very good indeed. 


SALES PEOPLE OUGHT 
S TO KNOW BETTER 
Just thought I'd let you know 
about an experence | had the 
other week. When the Halo Combat Pack 
was announced | went into my local 
Harvey Norman to see if they had any, 
only to be told that | would be wasting 
my money buying an Xbox as they were 
dead in the water, and that it wouldn't be 
long before they were no longer imported 
into the country . The knob of a salesman 
tried to tell me that the PS2's graphics 
were as good as the Xbox's, and that | 
shouldn't bother. | went to Big W and 
bought a Halo Combat Pack instead. Keep 
up the great work. 
Lee Rogers 
Via email 


This would probably have happened 
around the time Harvey Norman wasn't 
supporting the Xbox, so the salesperson 
you refer to may only have been saying 
that as part of that position. After all, no 
person in their right mind who's seen 
an Xbox and PlayStation 2 running side 
by side would ever say anything as 
misguided as that. Of course, things 
have changed now, and Harveys will be 
more than happy to sell you an Xbox. 
Lord knows what new misconceptions 
they'll try to spread now (or maybe 
they're just acting out what they read 
on www.actsofgord.com). 


THE MAGIC NUMBER 
Is something wrong with my 
Halo? On Level 1, The Pillar of 
Autumn, after Captain Keyes 
gives me a pistol | make my way to the bit 


^* Speak to him, but hide the pistol. 


where the three grunts should be. There, | 
find no ammo for the pistol and no grunts. 

The door in front opens, | pick up 
the assault rifle and kill the first three or 
four aliens, then it says that I've picked 
up a plasma pistol. | tap the Y button to 
change my weapon and | have an assault 
rifle, a plasma pistol and a pistol - THREE 
WEAPONS!? Has anyone else had this 
strange experience? 

It's good to have three weapons but 
it makes you wonder if the game has got 
a bug, since when you change your 
weapon, you expect one weapon and 
you actually get another. 

Thumbs up for a great mag! 

Sean Butler 
via email 


The three weapon thing (which, as far 
as we know only occurs on the Pillar of 
Autumn level) is more of a glitch than a 
bug. Don't equip your pistol after 
speaking to Keyes, turn to your right, 
follow the corridor all the way, go left, 
left and right, then head through the 
opening door ahead and to the left. 
Pick up the assault rifle as you enter 
the room, then pick up the next 
available weapon. Head back to the 
bridge, and you should now be able 

to cycle through your two collected 
weapons to the pistol. 


LIFE OF ITS OWN 
Have you ever tried turning 
on your Xbox when it isn't 
plugged in? Maybe its only 
my Xbox, maybe it had something to do 
with the freak thunderstorm, but 
something very strange happens. The 
Xbox, although having no power supply, 
manages to turn on its fan systems for a 
second. This may seem like nothing, but 
| think it really should be monitored. 
OOSTVOo 
via email 


It's just a little bit of residual electricity 
left in the machine. No spooks. 


NOT LONG TO GO... 
Having owned an Xbox since 
March 14, | was happy to see 
such great titles as Halo and 
Amped at the launch and Jet Set Radio 
Future a few weeks after. However, since 
then | have noticed very few high quality 
games coming out. In fact, I've never 
seen so many racing games on a console! 
| have been waiting for ages for 
Morrowind and now | hear it's been 
pushed back again. | know all about the 
‘great’ future line-up, with great games 


Kevin, we understand that 
game titles like Madden NFL 
2003, NHL Hitz 2003 and Unreal 
Tournament 2003 are confusing the 
heck out of you, but we thought we'd 
point out to you that the year is, in fact, 
2002, and that the coming Christmas 
season with Blinx et al is in 2002. And 
please do something about that facial 


hair you hippy. 


Derwent Howard Staff 
via email 


E | was recently looking over 
the local Xbox release 

schedule and | was somewhat shocked 
at some of the recommended retail 
prices. Games like Marvel Vs Capcom 2, 
Silent Hill 2, Shadow Of Memories and 
Unreal Championship will be selling at 
$109.95 and in the case of Shadow Of 
Memories $119.95! | saw online that 
these games will sell at the regular price 
in the UK, so to me this seems really 
weird! Do you know if the other games 
are going be so expensive because 
they're upgraded versions or something? 
MvC2, SH2 and SOM are all fairly old 
games that have been available on other 
platforms for a while now. 

William Kelly. 

via email 


Do you know if Medal of 
Honour: Frontline or MoH: 
Allied Assault will be making an 
appearance on Xbox? 
Steve Williams 
via email 


such as Jedi Knight Il and Metal Gear 
Soild 2: Substance. But I've already 
completed all of them since they are 
multi-format. 

| could kid myself into thinking Xbox 
Live is the answer, but cheap broadband 
in Australia isn't a reality, especially on 
top of Xbox Live subscription fees. 

| want to experience good quality 
games that aren't anything to do with 


3 Can | connect to Xbox Live 
with just my standard 
internet connection? 
Daryl Scott 
Via email 


FOR SALE: Halo in mint 
condition, only $60. 


P 


WANTED: Burnout. Will 
swap for Spider-Man: The 
Movie 


FOR SALE: Xbox console * 


1 all cables, S-video cable, 
system-link cable, 3 official 


controllers, 6 games (Halo, DOA3, PGR, 
Amped, RalliSport, Prisoner of War). All 
in excellent condition for $600. 


FOR SALE: Red Card, 

excellent condition, $55 

o.n.o. Will consider trade for 
Amped, THPS2, Crash and others. 


FOR SALE: Jet Set Radio 

Future and Turok Evolution, 

both brand new, $60 each; 
or will swap for any of the following: 
SSX Tricky, Agent Under Fire, Prisoner 
of War, DOA3, THPS3. 


sport, and l'm not prepared to milk Halo 
for another few months. 
James Maiden 
Via email 


...BEFORE GOOD TIMES 
| want to express my 
disappointment with the state 
of games available for Xbox. | 
bought my Xbox two months after launch, 


and | now have three games - Halo, 
Project Gotham and Oddworld. Do you 
notice anything strange about my 
selection? They are all launch titles! 
They're the only games worth buying. 

To be honest, | feel very let down 
and disheartened by the current new 
releases. | can't believe that games hit the 
shelves with review scores of two, three 
and four out of ten. Who is responsible 
for releasing these so-called games? They 
need their heads examined. 

| am tired of waiting for good games 
to appear, like Yager, Metal Gear Solid 2: 
Substance and The Thing to name but a 
few. | recently unearthed the PC | buried 
in favour of my mighty Xbox, just to play 
some different games! | do know the 
potential of Xbox, but | may soon tire of 
waiting to witness it, and go and buy a 
PS2 with Medal of Honor. 

My Xbox sits at home gathering dust 
while my mates work at giving each other 
tips on Medal of Honor and Rogue 
Squadron. l'm tired of saying “Yeah, but 
the grass on Halo is so realistic!" 

| know you'll say that if PS2 and GC 
get the good games first, those versions 
are inferior to those on Xbox, but | would 
rather have the same version of a good 
game than loads of a lesser quality. 
Waiting is hard and I'm sure there are 
others who feel the same. Please give us 
something to hold on to. 

Disappointed 
Via email 


Hold on for a little longer. You've made 
it through a very dry winter for good 
new games. Blinx, Quantum Redshift, 
Splinter Cell, Unreal Championship, 
Colin McRae 3, Mech Assault, Yager, 
Tonky Hawk 4 and loads more are 
coming. And then there's the small 
matter of something called Xbox Live. 


Splinter Cell will rock your world. 


DIGITAL CONTROL 
When playing fighting games 
like Dead Or Alive 3, | thought 
that instead of using the 
controller, you could use interactive 
gloves and shoes. When you've got these 
gloves and shoes on you could be 
punching and kicking thin air but on the 
TV screen you would be beating the hell 
out of your opponent. 

Jack Chilvers 

Via email 


Sounds like Thrustmaster's Fighting 
Arena, only much better. Don't hold 
your breath waiting for one, though, as ^ 
that technology is a fair way off. 


WHAT A GLITCH: TO FIND MORE HALO GLITCHES AND QUIRKS, ALONG WITH THE BEST REPOSITORY OF ALL POSSIBLE KINDS OF HALO INFORMATION, HEAD FOR HALO.BUNGIE.ORG ON THE INTERNET. IT IS AN AWESOME ACHIEVEMENT. 
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We asked you what you wanted. Here's the result. 


WORDS: JON ATTAWAY 


CAST YOUR MIND back three months, and you several of us cry just thinking about it. And you told us. Loads 
might recall our cheeky little "Snaked" cover with of you told us, in fact, resulting in one of the biggest piles of 
Metal Gear Solid 2: Substance on Issue 05. And if email and snail-mail we've yet received. It's pretty clear you 
you remember that, then you'll also remember want this game as badly as we do... 
that we ran a feature in that issue on the World's Best Video Many thanks to everyone that sent in an idea. We sifted 
Game™, speculating upon what we'd like to see in The through them all, argued and discussed them. Over the next 
Sequel (news of its announcement broke last issue). few pages, you'll see elaborate mock-ups of what we thought 
But we couldn't stop there. We wanted, nay, needed, to were the best ideas. Reckon we'll be playing these scenes 
find out what you want in Halo 2. It's a subject that makes come Christmas 2003? 


iD 0AF THE BEST 


"The Monitor, Mr. Guilty 
Spark, is guardian of 
Installation 04. Let's see the 
true power of one of the other 
Halos - its power pulse 
blasting through the galaxy, 
preferably aimed at the 
Covenant home planet" 
Alex Manchester 
via email 


: SAY: Yes, that sounds 
rather good. Halo installations 
apparently wipe out all 
organic life around them for 
thousands of light years, 
though, so how Bungie would 
get round this fact and still 
depict the blast we don't 
know. But hey, that's their 
problem. Show big bang. 
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UM, PLL 
STAY IN HERE, 
THANKS 
“I'd love to be able to stay in 
the Pelican if | wanted, and 
from there provide cover fire 
from above while my Marines 
fight below me" 

Michael Pemberton 
via email 


WE SAY: Let's face it, who 
hasn't tried to fire their 
assault rifle from the Dropship 
at the very beginning of The 
Silent Cartographer? It 
would've been lots of fun to 
drop grenades onto the 
Grunts below, too. Let us do it 
next time around, Bungie. 
Pleeeeeease. 


PROJECT 

AN IMAGE 
“Why not have a gadget that 
projects a holographic image 
of Master Chief several feet in 
front of the player to confuse 
and distract enemies? It could 
work in the same way as the 
flashlight, so it can't be used 
permanently.” 

Alan Collie 

via email 


WE SAY: This is neat. Imagine 
using the hologram as bait to 
lure enemies around the 
corner, into the path of your 
gun. But we reckon it would 
work better as an occasional 
power up, like the active 
camouflage or over shield. 


rmm zamsie! 
"On Earth, the UNSC has 
decided to make another 
SPARTAN soldier to try and find 
the Pillar of Autumn. But in the 
process of creating the new 
soldier, flood infection forms 
get into the laboratory and 
infect the unfinished SPARTAN. 

Er... and something 
happens that takes the infected 
SPARTAN to wherever Master 
Chief is [brilliant!]... providing 
him with a worthy opponent: 
an incomplete Master Chief 
with a psychotic voice and 
half-finished bits of armour 
hanging off him." 


Yin Lee, 
via email 
WE SAY: That would be so 
cool - totally insane, but so 
very cool indeed. 


SOUR HALO 2 BIG DEAS 


LITTLE IDEAS 


> SCARS 
“Upon completion of the game on 
different difficulty levels, your battle suit 
should become scarred and war-torn. 
Players who've completed Legendary 
will look harder when playing online 
than those who haven't.” 

Alan Smith 


— TALK A GOOD FIGHT 
"Why not use the Xbox Communicator 
to call for air strikes or reinforcements? It 
would be astounding." 

Alex Paterson 


~ XBOX LIVE IT UP 

"Give us downloadable levels for 

multiplayer that can be stored on the 

Hard Disk... and downloadable weapons 

and fun extras that only Bungie can 

think of, because they're geniuses.” 
Stuart Fraser 


"LONE MARKSMEN 

"Covenant assassins and snipers that lie 

in wait would keep you on your toes." 
Scott Chapman 


^^ DOCTOR! 

"We see medi-packs and dead men 
dotted around Halo, so what about 
having field medics? In the game you 
would see them healing the wounded, 
dragging men into cover, and Master 
Chief could use them to get healed too." 


Liam Dilley 


~~ PLAY IT AGAIN 
"I'd love Halo 2 to include a replay 
mode so you can really show off your 
deathmatch skills. You could cut videos 
together, choosing different camera 
angles, and then set them to tunes on 
your hard disk." 

Dan Buckland 


= MAKE A DEATHPIT 
"How about a deathmatch arena editor? 
With one of those your imagination 
could run riot, creating all sorts of 
sniping positions, traps, and a whole 
range of rooms and corridors" 

Rory Game 


>MORE TEAMS 
"The first time my mates and | got 
together and struggled for half an hour 
to make room for three consoles and 
three TVs, we were gutted to find you 
could still only have two teams. There 
should be at least four team colours to 
choose from." 

Alan Dean 


>> SHORT BUT SWEET 
"The Master Chief should be able to 
equip a jetpack complete with built-in 
grenade launcher." 

Joe Briscoe 


> DOHE “THERE SHOULD BE SOME WAY OF ACTUALLY CHOOSING WHICH GRENADE YOU THROW - FRAGMENTATION OR PLASMA. THEY ACT DIFFERENTLY AND WHEN YOU'RE RUNNING BACKWARDS WITH AN ELITE IN YOUR FACE, A FRAG GRENADE ISN'T MUCH USE." DAVID PARISH, VIA EMAIL. DAVE - PRESS THE BLACK BUTTON. 
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"| think that it's vital to have 
the option of issuing orders to 
Marines. It would significantly 
improve the game's tactical 
and strategic elements." 
James Probert 
via email 


WE SAY: Many of the people 
that wrote to us want to boss 
Marines about in Halo 2. It's 
not hard to see why - they're 
only too happy to lick your 
boots when they see you, so 
would presumably be happy 
to do your bidding. We would 
want this kept simple, though, 
since Halo is all about action. 
So how about a simple menu 
of commands accessed via 
the d-pad, as shown here 

on the left? 


"The Covenant are driven by 
their religion, so why not have 
clerics among their ranks? 
They would be even worse 
than standard Elites, with 
greater command of the lesser 
classes. They could also have 
powerful natural defences, 
thought to be God-given 
powers by other Covenant 
races. This could lead to a 
new plot about their religion 
being a scam" 

George Beaver 

via email 


/E SAY: Excellent stuff. We 
expect they'd be terrifying in 
Legendary mode, and are 
presently scared just thinking 
about them. 


"Halo's melee attack is great, 
but how about having a kick 
option too, so you can boot an 
annoying Grunt into the air 
and shoot him down with 
your shotgun?" 

Divyesh Dabhi 

via email 


;AY: That sounds 
excellent, and is in keeping 
with the super-hard 
commando ethos of Master 
Chief. It could probably lead 
to a whole new range of great 
sound effects, too. 


“It would be incredible to be 
launched into space in a 
fighter ship and get into a 
dogfight with a Covenant craft. 
A crash landing on the planet 
below would mean the battle 
continues on foot." 

Mark Schofield 

via email 


WE SAY: Not that we want 
Halo 2 to be Jedi Starfighter, 
but we very much like the 
idea of fighting a ship like the 
Truth and Reconciliation in 
outer space. And if anyone 
can incorporate an epic space 
battle into superb FPS action, 
it's the mighty Bungie. 


“It would be good to have 
different weather conditions 
in Halo 2's campaign levels; 
how about a thunderstorm, or 
gale force winds that you really 
feel you're fighting through?” 
Peter Green 
via email 


Y: Sounds good to us - 
playing Assault on the 
Control Room for the first 
time was great with the natty 
snow effects. Imagine a level 
like Halo in the first game, 
with a storm approaching at 
the beginning and it sweeping 
over later on. It could make 
brilliant use of Dolby Digital 
5.1 sound too. 


A 


m 
"| would like to see the 
inclusion of a human plane or 
helicopter to use in the game. 
The helicopter would hold one 
pilot plus up to three other 
players (or CPU-controlled 
Marines in single-player mode) 
sitting on the edge, ready to 
shoot with a selected weapon." 
Janet Barnard 
via email 


WE SAY: It's an exciting 
thought. Blood Gulch 2 would 
be great with attack 
helicopters flying over it, and 
imagine the carnage if you 
successfully sniped the pilot... 
We really need to sit down. 
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IN | SAVE A MASSIVE 44% 
“E OFF THE COVER PRICE! 


6 MONTHS FOR $49.95 


SUBSCRIBE NOW, and not only will you get the world's best Xbox SAVE $39.75 OFF COVER PRICE 
magazine delivered to your door, but you also go in the draw to I2 MONTHS FOR $99.95 

win a 360 Modena Wheel, a Firestorm Programmable Pad, an SAVE $79.45 OFF COVER PRICE 
8MB Memory Card, a Top Gun Fox 2 Pro Flight Stick, a Freestyler 

Board, and a copy of Red Card, Blood Omen 2 and Star Wars: Jedi 24 MONTHS FOR $189.95 
Starfighter. One lucky winner will take away the whole lot! SAVE $168.85 OFF COVER PRICE 
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WHY SLIHGCRIEE?2 


YOUR COPY GUARANTEED! 
Get every issue of the Official Australian Xbox Magazine and 
its playable Game Disc delivered to your door! 


>> BE FIRST! 

Get to read and play your magazine before the issue goes on sale 
to the general public. Subscribe now and you'll be among the 
FIRST in Australia to receive the magazine. 


>> SAVE MONEY! 
Save up to 44% off the usual cover price - that's an amazing 
FOUR issues free! 


| 1) This offer is open to all residents of Australia who subscribe (for a minimum period of six months) to the Official Australian Xbox Magazine 

between 23rd October 2002 and the last mail received on 19th November 2002. Entry is subject to the correct use of a valid credit card or, if payment 

OR SU BSCRI BE ON LI N E AT: is made by cheque, the cheque must be cleared for payment. Subscriptions are to be sent to the Official Australian Xbox Magazine, Reply Paid 4967, 
LI Sydney, NSW 2001; or by phone 136 116 (Freecall Monday-Friday 8am-8pm EST and Sat 8am-8pm EST). Employees of the promoter and their 


immediate families, and agencies associated with this promotion are ineligible for the offer. 


2) Every person who subscribes to the Official Australian Xbox Magazine, or renews their subscription to the Official Australian Xbox Magazine 
during the promotional period will have the chance to win the 3 Xbox games shown on this page, a 360 Modena Wheel, a Firestorm Programmable 
[| - " Pad, an 8MB Memory Card, a Top Gun Fox 2 Pro Flight Stick, a Freestyler Board, and the three games listed opposite. 


3) The promoter accepts no responsibility for late, lost or misdirected mail. 

4) All entries become the property of the Promoter. 

5) The collection, use and disclosure of personal information provided in connection with this offer is governed by the Privacy Notice. 
6) Subscription prize will be delivered separately from your subscription within 28 days of receipt of first subscription issue. 

7) The Promoter is Derwent Howard Publishing Pty, Ltd, PO Box 1037, Bondi Junction, NSW, 2022. 


TITLE (| MR |) MRS [] MS |] MISS 


Name 


Address 


State Postcode 


Country 


Email Address 


Tel no. (inc. area code) 


[_] Tick if you do not wish to receive information about special promotions from 
Derwent Howard and carefully selected partners. 


AUSTRALIA 


[_] Easy payment plan. Please debit my credit card now for $49.95 and 
for each 6 month period from then on. 
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g To ensure | receive uninterrupted delivery of the Official Australian Xbox Magazine, please 

I renew my subscription each period upon expiration at the same fee unless otherwise agreed. 
| understand I'm under no obligation to continue my subscription beyond the nominated period. 

ET Unless | cancel my subscription, | understand my subscription will continue and my account 

| nominated below will be automatically billed. 
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LC] One payment of $49.95 FOR 6 months SAVE $3975 OFF COVER PRICE 


[ ] One payment of $99.95 FOR 12 months SAVE $79.45 OFF COVER PRICE 
[ ] One payment of $189.95 FOR 24 months SAVE $168.85 OFF COVER PRICE 


NEW ZEALAND 
[ ] One payment of $133.95 FOR I2 months SAVE $69.45 OFF COVER PRICE 


|_| Cheque please make payable to Official Australian Xbox Magazine 


(AUD$ drawn on an Australian bank account) 


|_|] Mastercard | | Visa 
Card No 
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Expiry date / lal 


Signature Date 


CLOSING DATE: 19.11.2002 
ORDER CODE: OXM8 


SCORE KEY 


CALLING SUCH A RANCID STINKER A ‘GAME’ IS LIBELLOUS 


THE TRUTH 


WE ONLY REVIEW the finished Australian version of a game - the version 
that you will be paying for and playing. The US or Japanese release will 
often differ from its Australian counterpart. By sticking to this policy, we 


NC LAYING 
Splinter Cell, Blinx, 
Madden NFL 2003 

BY: Photography 


8.5-10.0 
THE XBOX ELITE - ONE OF THE VERY BEST AVAILABLE 
7.5-8.4 
A TOP QUALITY RELEASE THAT'S WELL WORTH HAVING 
5.5-7.4 

KEVIN CHEUNG // JAMES COTTEE // 
STILL WORTH CONSIDERING, BUT HAS SOME FLAWS EDITOR WRITER 
S.1-B.4 KEVIN'S FOUND new JAMES' LITTLE Bat Cave 
AN AVERAGE TITLE WITH NOTHING OUTSTANDING TO OFFER ponit ee siepe p 

idiots in Battlefield 1942 popular pad, what wit 
e.5-5.0 who insist on moving his ^ his possession of the 

, precious artillery around. Splinter Cell disc and all. 

A BAD GAME, AND ONE YOU REALLY SHOULDN'T BOTHER WITH "lust wait till it comes out. And he's got a cheat to 
D.0-2.S on Xbox,” he says. access every level! 


NOW PLAYING; 
Splinter Cell, Deathrow, 
Mech Assault 

HOBBY: Fighting crime 


will never mislead you by reviewing imported games or preview versions. 


We pride ourselves on 
bringing you the very best 
reviews possible. 


JELUNG SETUP — — 


Microsoft has no access to, or influence over, the Official Australian 


Xbox Magazine. The company supplies us with screenshots, info and 
games before any other magazine. We don't do deals with Microsoft, or 
any other publisher, to get access to finished games. As a result, we're 
in the best position to give you what you deserve - balanced, objective 
and accurate reviews on which to base your buying decisions. 


A THE NERDICT 


POLUER 


How technically adept is the 
game? Does it make proper use of 


GOOD POINTS 


+ WE'LL SUM UP SOME 


MATT WOLFS // 
WRITER 


Despite the suspicious 
gold and black jersey 
pictured (Saints fan? - 
Ed), Matt's been busy 
cheering on his beloved 
Bills who are led by his 
new hero, Drew Bledsoe. 
YING: 
Madden NFL 2003, 


MAX EVERINGHAM // 
STAFF WRITER 


MAX HAS TO use 
special solid iron Xbox 
joypads because his 
muscular hands crush 
the normal pads flat as 
though they were made 
of rice paper. 

NOW PLAYING: 
Conflict: Desert Storm, 
Madden NFL 2003 


NFL2K3, WWE Raw 


| the Xbox? How impressive is it? : 
Forum-lurking 


| OF THE GAME'S BEST 
cm AND MOST EXCITING 
POINTS FOR YOU HERE... 


HOBBY: Weight training 


SESLE 
How stylish is the game? How 
| well is each aspect of it designed? 
How good does it look and feel? 


BAD POINTS 


..AND LET YOU KNOW 
WHAT'S PARTICULARLY 


| IMMERSION 


WE REVIEW games on a 32 inch PHILIPS Matchline III digital 
TV. As well as a brilliant widescreen picture, this beauty boasts 
Dolby Digital surround sound and has wireless FM rear 
speakers. Apart from giving us all TV-insecurity when we 
think of our humble sets back home, it means we've got the 
best environment in which to play and test every Xbox game 
to the limit. For more info check out www.philips.com.au. 


How involving is the game? Will 
| hours fly by in minutes? Are the 
| controls instinctive or awkward? 


LIFESPAN 


How much is there to the game? 
How long will you keep coming 
back to it? Is it worth the money? 


This is our overall opinion of 
the game, condensing the 
review into one easy-to-digest 


comment. 
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T IT HERE. 


WHAT OUR BADGES MEAN | 


At the start of a 
review, along with 
the Game 
Information box 
telling you who's 
made the game, 
when it's out, how 
many people can 


play, and the official 


website address, 
you may see a 
badge or two. 
This is what they 
stand for: 
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XBOX ELITE | 
Any game scoring | THE MONTH 


GAME OF 


8.5 or more is 

given our Xbox 

Elite award. 
Wherever you see | 
this badge you can | 
be sure a great 


game awaits you. 


Every issue we 
give the Official 
Australian Xbox 
Magazine team's 
favourite release 
the Game of The 
Month award. 


ONLY ON XBOX 
If you see this 

| badge at the start 
| ofa review, you'll 
know that Xbox is 
the only console 
on which you'll 
be able to play 
that game. 


MAGAZINE 


ON THE DISC 


ON THE DISC: 
PLAYABLE | 
This badge means | 
that a playable | 
demo of the game | 
is featured on our 
exclusive Game 
Disc, so you can | 


try it for yourself. | 


ON THE DISC: 
MOVIE 

If our exclusive 
Game Disc 
includes footage 
of the game in 
action, we'll let 
you know with 
this badge. 


RALPH PANEBIANCO // 
WRITER 


RALPH DEMANDED this 
month for us to publish a 
more flattering photo of 
himself so as to show off 
more of his allegedly 
handsome qualities. 
Obviously, we didn't. 


NOW PLAYING: Spider- 
Man, Quantum Redshift, 
Kelly Slater's Pro Surfer 

] : Arguing 


JON ATTAWAY // 
STAFF WRITER 


JON'S TAKEN UP guitar 
to emulate his hero, 
Darius Pop Idol. Jon 
will have a solo number 
one record and a triple- 
platinum-selling album 
by the time he's 35. 


NOW PLAYING: Rocky, 
Madden NFL 2003, 
Hitman 2 

HOBBY: Learning guitar 


—  ————— 


STEVEN BAILEY // 
STAFF WRITER 


STEVE'S CHANGED his 
appearance a lot 
recently. Last week it 
was the Don Burke 
look; now it's shaven 
again. Next month he'll 
go Michael Klim on us 


NOW PLAYING: 
Baldur's Gate, Conflict: 
Desert Storm 

HOBBY: Origami 


GAVIN OGDEN // 
NEWS EDITOR 


THIS MONTH Gavin 
managed to read out 
the first 42 pages of the 
London phonebook 
while doing one 
continuous, grumbling 
belch. It smelled off. 


NOW PLAYING: Rocky, 
Baldur's Gate, Project 
Gotham Racing 
HOBBY: Self-abuse 


REMIIEWS 


THe PICK OF ThE Gr 


XBOX MAGAZINE 


LUE 


KRON MAGAZINE 


MAT HOFFMAN'S 
PRO BMX 2 


Pedal to the metal 


MEET mp o SES 
Time-travelling, platforming joy 054 7 Ei aat. The best surfing game yet? 


THE THING 


The video game sequel to (076 1 
John Carpenter's classic film! 


XBOX MAGAZINE 


EGN 


TOM CLANCY'S SPLINTER CELL . | peat MEE 
World Exclusive Review of the best th 
Xbox sien ts ‘chide ied NAE Tov fool ; What Gauntlet should've been 084 


»MORE RENIEWS 


063 BLADE 2 
066 EGGO MANIA 
068 NFL FEVER 2003 


072 CHASE 
074 BRUCE LEE: 
QUEST OF THE DRAGON 


079 MYST Ill: EXILE 
080 NHL 2003 
082 SILENT HILL 2: 


Y MADDEN NFL 2003 


HITMAN 2: 
SILENT ASSASSIN NFL fans rejoice: this is INNER FEARS 
Tall, bald gangster killer Madden's best outing yet! 


X»NEXT MONTH: In Issue 09, on sale Friday October 4, we're hoping to bring you more big reviews including Colin McRae Rally 3, Rocky, Tony Hawk's Pro Skater 4, Street Hoops, Lord of the Rings: 
Fellowship of the Ring, TimeSplitters 2, Sega Soccer Slam and more, depending on how quickly those lazy developers can finish off their games. Come on, fellas! 
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Wage war on terror... in black rubber trousers... 


WORDS: JAMES COTTEE 


GAME INFORMATION 


DEVELOPER: RED STORM 


PUBLISHER: UBI SOFT 


RELEASE DATE: NOVEMBER 2002 


PLAYERS: 1 


WEBSITE: WWW.SPLINTERCELL.COM 


he world is a dangerous 

place these days, and 

technology is to blame. 

It's taken down the cost 

of threatening world peace 

to the price range of garden- 
variety revolutionaries, anyone with a net 
connection and an axe to grind. Once upon a 
time you needed to be the dictator of a major 
world power to threaten Armageddon, but 
now any shadowy fruitcake can pose a threat. 
It may be perverse to feel nostalgia for the 
days of Hitler and Stalin, but at least you knew 
who they were. Today there are thousands of 
groups and individuals who'd like to bring 
down the Western democracies, and the 
sick thing is they may have a chance 
at success. »> 
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^. Dynamic, real-time shadows. That's a real screenshot, folks. 


2» But fear not. Our cosy suburban 
existence of Happy Meals and cable TV is 
being protected by our elite intelligence agencies, 
ever alert to the real threats to world peace. Ask a 
protesting leftie what endangers the world and 
they'll probably say "The USA!" If pressed for details, 
they might say something about oil, before calling 
you a racist. Ask the elite American spy network, 
and they could tell you who's threatening the 
world, where they live, the videos they rented last 


week and their favourite colour. Not that they'd tell 
you, of course. And not that you'd be able to ask 
them. The world's most powerful intelligence 
agency is itself an official secret. 

It's called the NSA, the National Security 
Agency. Conservative estimates put their operating 
budget at around seven times that of the CIA, but 
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even that's just educated guesswork. Their 
funding, staff levels, and technologies are all Top 
Secret, and to a public who thinks of spies as 
driving flying sports cars, their mission must seem 
esoteric. The FBI handle the Mafia and the odd 
alien. The CIA play with governments like chess 
pieces. But the NSA protect what's really 
important - information. When a foreign group 
gets around to declaring war on the Internet, the 
NSA will be ready with the tools to stop them. 

As an action game first and foremost, Tom 
Clancy's Splinter Cell is a work of speculative 
fiction. It paints a picture of how the NSA might 
go about gathering information, and eliminating 
threats to the delicately balanced global status 
quo. While there may be some small market 
appeal for a game where you pour over statistics 
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^ “Confirmed, sir. He's looking at underage donkey prOn." 


looking for suspicious patterns, Splinter Cell takes 
the more popular route of putting you at the 
business end of the intelligence business - 
wetwork. Stealing into offices into the dead of 
night, rifling through papers, and busting the odd 
commie on the chops. 

To this end, you control one Sam Fisher, 
one of the meanest dudes on the planet. Ex Navy 
SEAL, Sam's a one man warzone, and the 
bleeding edge of a spy unit called Third Echelon. 
Spy networks traditionally operate in cells, small 
groups that operate in isolation so they can't 
betray the group as a whole. That's why Osama's 
buddies have been so hard to track down, as his 
holy warriors have been fed info on a need-to- 
know basis. The Splinter Cell turns this 
principle on its head, using a crack team to > 


»» PHONE TAP 
Did you know - the 
NSA, in cooperation 


with our own 
intelligence bodies, 
operates the Echelon 
system? It can allegedly 
tap any phone 
conversation or email, 
anywhere in the world. 
Your taxes at work! 


TANM CL PINE I S GSPLNITER CELL M 


HEANY GEAR? The tools of the trade 


FROM THE DRAWING BOARD OF TODAY TO THE BATTLEFIELD OF TOMORROW... 


SS6mm ScC-A2DKAR ! 


^» This is your standard issue big gun. The SC-20K 
comes with silencer/flash suppressor, underslung 
grenade launcher, and telescopic sights. Blau! 


S72ammsc PISTOL 4 


^ This little SOCOM number is just the thing for 
close and personal liaising with smelly foreign 
soldiers. Limited effective range, so watch out. 


LOW LIGHT GOGGLES P 


^* These fetching artificial eyes can help you see in 
the dark. Flick the D-pad to the left for night vision, 
or to the right for infra-red. 


CAMERA GRENADES 3 


^» These handy little cameras are fired from the 
grenade launcher on the FN 2000. They stick to 
walls, letting you see around corners. 


TASER S 


^ For airy, fairy missions when exterminating the 
enemy is not an option. They'll still be in horrible, 
crippling pain though, if that's any consolation. 


22 make precision raids against any enemy, 
anywhere, any time. You play the lone 

soldier in the unit, moving like a scalpel through 
enemy territory, removing the tumors of terror. 

In short, you play a human smart bomb. 
Everything in Sam Fisher's bag of tricks exists in 
the real world, but to see it all used together 
gives you, the player, a feeling of almost 
supernatural power. A good analogy would be 
The Predator. You can move unseen, see in the 
dark, and strike terror into the hearts of men. 
You're not invulnerable, though, so staying 
unseen and unheard is always the best option. 
To this end, the game gives the player 
unprecedented stealth options, drawing one 
willingly into a world of darkness. 

The game engine keeps track of light with 
unnerving accuracy. It creeps through cracks in 
the walls, casting shadows at freakish, 


PALM PILOT 5 


^* A handy organiser for the NSA spook on the go. 
Plugs directly into your brain, keeping track of facts 
and figures so you don't have to. 


TUMORS 
(dat 
my mp PRA 


Wheat 
P, diua 
3T BOMB 


unpredictable angles. If you don't want to light 
up like a Christmas tree, often the only way 
forward is to shoot out the lights. The most 
important meter in the game tracks your visibility, 
based on sensors on your rubber commando 
gear. Safely in the black, you can creep along 
walls, climb across overhead pipes, and overhear 
the whinging of guards oblivious to their 
impending doom. 

As with all of Tom Clancy's licensed 
products, the appeal comes from the attention 
to detail. Every facet of the Splinter Cell world is 
realistic enough to be utterly believable, with just 
enough artistic license to lend it killer gameplay. 
Sam's gun isn't real, but it's based on the kind of 
advanced assault rifles being developed by the 
Pentagon. Its secondary fire mode can launch a 
range of useful gadgets, like a camera with 
a fisheye lens to let you see around corners. > 


PLATFORM BY NEXT YEAR, NEITHER THE PS2 NOR GAMECUBE ARE EQUIPPED WITH THE GRAPHICAL CAPABILITIES TO HANDLE ALL OF THE EFFECTS IN THE XBOX VERSION. IT'S ALL BUT GUARANTEED THAT WHATEVER APPEARS ON THEM WILL BE HEAVILY SCALED BACK. 


IT'S ALL IN THE HARDWARE: EVEN THOUGH SPLINTER CELL WILL ULTIMATELY BE MU 
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MEET THE TEAM 
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m. ANNA BAXTER 


Wo Third Eschelon's elite 
f hacker and high-tech 

^ consultant. Has a dry 
sense of humour. 


and psychological 


play "good cop". 


TS 


ET 


«9 
^. Sam's'ma$tered the art of ignoring ail those little itches normal people would develop in these situations. 


I Ora deadly lure to dispose of nosy guards. 
The lure sets off a beeping sound, and 
when someone investigates, it releases poison gas! 

The attention to detail goes far beyond 
what we've come to expect from third person 
games like Syphon Filter, even including 
features normally associated with sophisticated 
PC shooters. Firing accuracy deteriorates when 
you're running, as is represented by a widening 
cross-hair. In sniper mode, your gun realistically 
shudders all over the place. But you can counter 
this by simply holding your breath - hold down 
the left trigger, and you'll have a few seconds of 
perfect aim. Dead bodies can be dragged out of 
the way of guard patrols, and live ones can be 
intimidated into revealing door codes. 

The controls are so incredibly refined, and 
there are so many tools at your disposal, that 
the game gains a complexity that transcends its 
mission brief. It's also very, very hard, forcing 
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Specialist in interrogation 


warfare. Jack prefers to 


MODI 


FRANCES 
The lovely Ms Coen 
serves the NSA as a field 


LAMBERT 


runner, transporting Sam 
to where the action is. 


you to really think about what you're doing 
every inch of the way. But the satisfaction from 
beating seemingly impossible odds is one of the 
real joys of gaming, and one the game designers 
really understood. And once a level has been 
beaten, you can go back and try all the other 
tactics available. It's got the replay value of 
games like Tenchu and Metal Gear Solid, that 
elusive echelon of games that really are more 
than the sum of their parts. 

The shadow effects alone add value on 
many levels. There's the fear factor that comes 
from knowing that you can give away your 
presence just by blocking the wrong photons. 
Xbox chauvinists who like to show off hardware 
effects to their friends will be frothing at the 
mouth, too. It's one thing to regale house guests 
with your finely honed gaming skills, but when 
they can't peel their gaze from the screen no 
matter what, your supremacy in their eyes is 
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Colonel Irving Lambert is 
the operations co- 
ordinator, giving orders 
through each mission. 


DOUGHERTY WILKES 

This chubby gentleman Vernon Wilkes Jr is the 
is an IT specialist, CIA non-lethal weapons 
employee and the NSA's expert. Adept at 


unwitting mole. procuring any gear. 


assured. Can they have a go? 
No, of course not. Get your 
own Honey Smacks! 

But the biggest draw- 
card is that it looks cool. 
Video games are primarily a 
visual medium, and now that graphics 
are approaching photo-realistic quality the onus 
falls on games designers to find new and 
innovative ways to use them to best effect. 

As any horror buff will tell you, it's not 
so much about what you see, but what you 
don't see. The best example for this point would 
be the Metal Gear Solid games. They're arguably 
of similar quality to Splinter Cell, with non-linear 
flexibility and a third person perspective. They 
both star near-indestructible super-spies, but 
there the comparison ends. For Metal Gear is a 
very "gamey" game. Levels are viewed 
top down, with enemies not only clearly 2» 
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SERIOUS SAM 


The voice of Sam Fisher 


is supplied by Michael 
Ironside, the guy who 
played Lieutenant 
Raschek in Starship 
Troopers. He lends a 
level of brutality and 
sarcasm that enhances 
the game no end. 
“Welcome to the 


m 


Roughnecks! 


SCIENCE FICTION 
All the weapons in 
Splinter Cell are either 
real, or possible with 
current technology. You 
won't see America's 
elite new rifle that can 
Shoot around corners 
though. A minor 
technicality - you can't 
silence grenades. 


ARTY FARTY 
Real world night vision 
goggles don't glow in 
the dark like Sam's do. 
They only put that 
effect in to make them 
look cooler. 


= 


=> 
= 
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A “Shhh - be wery wery quiet. I'm hunting commies - hahahaha!" 


visible, but exposing their field of vision via a handy- 

dandy radar screen. While undeniably a blast to 
play, it ultimately has more in common with Pac-Man than 
real counter-terrorist work. 

Sam Fisher, for all his elite training, never knows 
everything about his environment, and so neither do 
you. Hence the very nature of play - slowly creeping from 
one shadowy corner to the next, snooping under every 
doorframe with your spycam, and judiciously snapping 
to low-light and infra-red at regular intervals to make 
sure nothing, and no-one, escapes your attention. Solid 
Snake, by comparison, is a caricature of real world 
spycraft. He runs about with gay abandon, occasionally 
pressing himself against a wall like some kid playing 
hide-and-seek. And you always know what the guards 
are thinking, because there's a bloody great question 
mark above their heads. 

If you have any delusions left about the realism of 
Snake's adventures, remember that he has the unique 
ability to sneak past guards by disguising himself as a 
cardboard box. When you've finally averted World War III 
in Splinter Cell, you'll be infinitely more attuned to the 
realities of covert action. Without spoiling the game, it's 
safe to say that at no point do you use cigarette smoke to 
detect laser tripwires. 

Until now, the definitive killer app for the Xbox has 
been Halo. With its endlessly repeating identical maps, it OFFICIAL AUSTRALIAN X EIC MAGAZINE 
was at one level an engine in search of a game. Splinter Cell 
is a game of comparable quality, breaking ground in game 
design, graphics, sound, replayability, and that undefinable 
X-factor that makes a good game a classic. And you don't 
have to play the same map twenty times just to finish it. 

Splinter Cell is crafted from start to finish to be a 
refined gaming experience, the stuff of lost weekends; of 


gaming legend. It's the new high watermark on the Xbox. 


Accessible, deep, compelling, frequently surprising ^ >> PREVIOUSLY: First Look - Issue 03; Incoming Preview - Issue 07 


S THE NERDE T 


POWER 
Unprecedented lighting detail, 
savvy Al, smooth visuals, and vast MIND-BOGGLING 
environments to play in. FLEXIBILITY. 

SEXY GRAPHICS 
SERIOUS FIREPOWER. 
THE VOICE OF 
MICHAEL “STARSHIP 
TROOPERS" IRONSIDE 
AS SAM FISHER. 


^ GOOD POINTS 


STYLE 

Paints a convincing picture of 
counter-terrorist work in a near- 
future cyber-setting. 


IMMERSION |] BAD POINTS 
Incredibly precise control over 4 
interaction with a convincing, / 
hostile game world. 


NOT FOR PUSSIES 


LIFESPAN 

High difficulty and replay value, to 
be supplemented with download- 
able levels as of March 2003. 


An innovative and involving 
adventure of stealth and 
cunning, and the definitive 
espionage game on Xbox. 


and utterly addictive, Splinter Cell is something >> COMING SOON: Playable demo - Game Disc 10 
genuinely new in a world of cheap imitations. 
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and threaten existence; you can count on... 
7 y i!» 
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1 | fi) HETHER IT'S FOR changing 
| the course of human history 
to avert a war with 
| i computers, or a mission as 
trifling as making sure your 
parents meet each other in the,past, the 
concept of time travel has occupied our 
collective imaginations since the day Einstein 
theorised that time is relative. Like any other 
field of discourse, science opens the way to 
abstraction, and our ideas and interpretations 
become broader and more fanciful. Just what 
if, for instance, time was a tangible object, 
solid to the touch, and able to be 
bounced around like a tennis ball? D» 


THE TI 


WORDS: KEVIN CHEUNG 
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2» Blinx the Time Sweeper is a game 
that takes this idea to heart, taking place in a 
universe that exists beyond our understanding of 
the space/time continuum; and probably to the 
chagrin of dog-lovers universally, a universe ruled 
by cats. Blinx himself works at the local Time 
Factory, a place where time is the product of 
numerous manufactured components like 
"rewind", "play" and "pause", and which are 
thrown into different dimensional portals leading 
to worlds like our own, creating what we 
understand to be time. When these components, 


or time crystals as they're known, fall out of 
synch, they have to be swept up and cleaned out 
by the janitors (or as Blinx would prefer, the 
more elegantly titled ‘Time Sweepers’) before 
they turn into vile, destructive time monsters. 
When things go really bad, however, and the 
mess can't be cleaned up in time, the Time 
Factory has no choice but to cut its losses and let 
entire worlds crumble into oblivion less it suffers 
immeasurable damage of its own. 

It's circumstances like this where heroes 
are made. Pirates have broken into one of the 


worlds and have plundered it of its time crystals 
with alarming voracity. Time monsters are 
popping up everywhere, bringing the world to 
imminent destruction. All seems lost, and the 
Time Factory evacuates its employees from that 
sector. But amid the clatter of alarms and an 
ocean of felines running for their lives, a lone 
time sweeper runs towards the dying world, 
fuelled with purpose by the impassioned pleas 
for help by a princess who is trapped, and who 
would otherwise share the fate of her world and 
perish into a timeless void. He jumps in. With 
40 sectors to mop up, he's got just under seven 
hours to save the world. 

Thus begins the adventure of Blinx the 
Time Sweeper, a 3D platform game where time 
works against you with a ten-minute limit per 
level, but which can be used to your advantage 
thanks to your time-manipulative technology. By 
collecting the time crystals scattered throughout 
the levels, Blinx can alter the course of time of 
everything around him while remaining immune 
to its effects. He can pause time, cause it to 
rewind, put everything into slow motion, cause 
himself to run in fast forward, and even make 
recordings of himself so that he can perform two 
tasks at once. 

His first priority, though, is to wipe out all 
the time monsters on each level. To do that, 
Blinx has to collect garbage that's lying about 
with his industrial-grade vacuum cleaner, and 
then use it as ammunition against his foes. 
We're not talking about your run-of-the-mill 
recyclables - we're thinking whole rubbish bins, 
disused park benches, entire cars, all of 
which is launched at the time monsters by 2» 


> WHEN THE ‘80S WERE COOL: MARTY MCFLY AND DOC EMMETT BROWN TRAVELLED THROUGH TIME IN A DE LOREAN WITH A BUILT-IN FLUX CAPACITOR. THE BACK TO THE FUTURE TRILOGY IS OUT NOW ON DVD! 
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IN GOOD 
COMPANY 


THERE ARE surprisingly few games in the 
platform genre now. Here are a few of Blinx's 
contemporaries. 


¢ SUPER MARIO SERIES 
Nintendo's flagship exclusive, and a winner 
no matter where it appears. 


^. BANJO KAZOOIE 
One of Rare's best, and the closest immitation 
any company's produced of Mario. 


pri 


^ CONKER'S BAD FUR DAY 
Rubbish game, and indicative of a lack 
of new ideas in the genre. 


^ SONIC ADVENTURE 
A favourite with old Megadrive 
and Dreamcast owners. 


Platform games have been going on a 
downhill slide since developers began milking 
the concept of collecting a quota of different 
gems, eggs, and other fruity items, to a point 
where they all amounted to no more than 
games where you simply ran around in a 3D 
field collecting things. The older franchises 
admirably weathered this black hole in 
creativity, but many of the newer franchises 
just haven't been worth giving the time of day. 

Blinx is one of the first games to break 
this deadlock in design, using the Xbox hard 
drive to enable new ways of time travel. It's a 
concept that's never been done before - not to 
mention impossible on other consoles! 


A Blinx can suck up garbage, gold, and even time crystals with his vacuum cleaner! 


i 
3U 


D switching the vacuum cleaner from 

suck to blow (just tap the A button). 

It's finding the time monsters, and then 
figuring out how to kill them that's the trick. 
This won't be so much of a problem in the 
earlier levels, as you'll spend the first of them 
in simple point-and-shoot exercises. The 
learning curve is very easy, with each new 
stage posing a new challenge. Each level 
comprises four stages, the last being the boss 
stage. Before long, the relatively harmless 
bouncing blobs of the first few stages will 
start turning turn into balls of spikes that 
come rolling at you, and other monsters will 
simply gobble up anything you shoot at them 
unless you hit them from side-on. 
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Hunting down the beasts means tackling 
the game's many obstacles. There are many 
traditional platforming elements, such as 
ladders, switches, bouncy trampolines and so 
on, but others require a little manipulation of 
time to get through. For instance, the only way 
to get through a doorway that's blocked by a 
set of chomping fangs is by activating “pause” 
right when they're open, and then hopping 
through harmlessly. Another common use for 
the “pause” power is to get across a bridge 
before it crumbles under your feet. 

It all sounds simple in theory, but it 
means having to choose which time crystals 
you collect very carefully, especially 
since there are many other time-based > 


BONUS 
INFO 


KITTY TRICKS 
Blinx can dig his claws 
into a wall and let 
gravity slowly drag him 
down. He's also 
blessed with the all- 
important double-jump. 
Funnily enough, Blinx 
doesn't always land on 
his feet. If he loses his 
footing or misses a 
ledge, he'll fall flat on 
his face. 


d 


SIN: THE TITE SWEEPER 
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> challenges to face 
in the stage. You 
see, Blinx can only 
manipulate time if he's 
collected the right 
combination of crystals. He can 
only collect four crystals at a 
time. Collect three of the same 
crystal, and he'll earn one usage 
of that particular crystal's power. 
Collect four, and he'll earn two 
uses of that power. Mix it up 
completely, and you'll have wasted 
them needlessly. 
Happily, there isn't just one 
solution for tackling the tougher 
challenges. A "pause" would be overkill in 
certain situations, and it'd be enough to settle 
for a "slow-mo" instead. If you're being chased 
by a giant frog and you're feeling a little 
creative, you might try making a recording of 
yourself to draw the fiend away while you slip 
around behind it and shoot it in the back. This 
scope for flexibility is a boon for players 
wanting to test their skills and spontaneity. 
The manipulation of time isn't just a 
creature of game design, though, as it's also 
used to create some truly clever and eye- 
opening visual effects. For instance, if you hit 
"pause" and start swimming through a body of 


RETRIES 

à You won't find these on your standard 
time bar, but collect enough red hearts 
and you'll earn the equivalent of extra 
lives. Retries have the effect of 
rewinding everything that's happened, 
including Blinx, and you can't activate 


TIME BAR 


standing in your path. Time will 


the ability at will. 


CHOOSE WHAT TO DO 
Hold down the B button to bring up 
your time travel options, use the D-pad 
] to select which effect you want to use, 
1 and then let go of the B button. You 
can only hold a limited number of 
them, so use them sparingly! 


Eu 


A Blinx can initially 


seamlessly transition back to normal 


hold up to ten bits of rubbish at a time. 


water, your body will displace the water as 
though digging a tunnel through jelly. Once the 
pause meter runs out and time reverts to 
normal, the water will collapse seamlessly back 
into the space you'd swum through. 

That one effect exemplifies the quality to 
be found in the remainder of Blinx's visual 
presentation. Every level is blessed with 
wonderfully creative designs and immaculate 
attention to detail, ranging from the rooftops of 
rustic cobblestone townships to grand ancient 
ruins. Together with a boppy, upbeat 
soundtrack and absolutely water-tight controls, 
Blinx not only conjures a great adventure 
atmosphere, but possesses the sharp, near 
flawless sense of coherency that's found in only 
the best Japanese platform games. 

There are even some minor role-playing 
elements that most platformers skimp out on. 
Blinx will earn money at the conclusion of each 
level, and that money can be used at the shop 
to buy more time holders, new cat suits, and 
even more powerful vacuum cleaners. What's 
great about these upgrades is that you can go 
back to the earlier levels you've completed to 
open up new areas and unlock even more 
secret areas. This is the kind of replay value that 
give players the impetus to play harder, smarter, 
to clock in the fastest times, and to find 
all of the game's secrets. 


2» 


Once time travel has been activated, a 
time bar comes up, counting down the 
seconds you have left to perform the 
trickery you need to do in order to get 
past an obstacle or time monster that's 


TOOLS OF THE TRADE 
Collecting morsels of gold and trading 
in any leftover garbage at the end of 
the level will give Blinx the cash to buy 
1 newer, more powerful vacuum 
| cleaners. They'll let him hoover up 
even bigger piles of rubbish 


> SUPER POWERS: VISIT WWW.EMODE.COM, AND TRY OUT ONE OF THEIR PERSONALITY TESTS ON WHAT YOUR SUPER POWER IS. IF YOU GENERALLY OBSESS OVER THINGS THAT HAPPENED IN THE PAST, THEY'LL TELL YOU THAT YOUR MAGIC POWER IS TIME TRAVEL! 
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»> That said, however, it's a shame that 

we have to report a few minor flaws in the 
game design that have the potential to annoy. 
The time monsters, firstly, are of a fairly generic 
design, and unpleasing against the great level 
designs. What's worse is that they're almost too 
game-like in behaviour. That is, if you hit them 
once, they'll have a brief period of invulnerability 
before you can hit them again - and that's even 
when you've activated "pause". This essentially 
means you can't juggle the time monsters 
around, and it makes their disposal all that 
much more of a chore. The game might've been 
too easy if not for this rule, but it would've 
opened many fun new opportunities from a 
games-playing perspective (like bouncing a time 
monster against a wall to hit a switch). Another 
small problem that's become the bane of all 3D 
action games is the camera control, which is a 
little clumsy to the touch. Blinx isn't a 
particularly fast game, but things can get very 
frantic in the boss levels, which isn't helped 
when the camera is facing the wrong direction 
through no fault of your own. 

It's also worth questioning the basics of 
Blinx's gameplay. Strip away the time travelling 
element, and it looks very similar to the classic 
run-and-shoot style of platformer from the late 
‘80s. That is, after picking up ammunition you 
simply point and shoot at the enemy. A single 
touch will kill you, and enemies that require 
more than one hit will flash briefly for a period 
of invulnerability before you can hit them again. 
These are all old-school games mechanics found 
in classics like Ghosts n' Goblins, Megaman and 
Wonderboy. They're mechanics that demand 
twitch reflexes and unnerving concentration, but 
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¢ The blobs will start jumping at you as soon as they see you. 


they could possibly be interpreted as repetitive by 
those who are seeking something more elaborate, 
or with more of the adventure flavour that games 
like Banjo Kazooie are characterised by. 

When time travel is factored into the 
equation, Blinx is not the kind of game that can 
be rifled through in a smooth, continuous motion. 
Despite the pressure of the time limit, the pace is 
quite irregular. Player will have to stop frequently 
to analyse their surroundings before deciding 
what the next course of action will be. 

This often requires some lateral thinking as 
well. For instance, some people might give up 
trying to get the secret tokens on top of a waterfall 
just because the logs tumbling over its edge are 
too far apart to jump between, rendering a ‘pause’ 
useless. The realisation that a ‘rewind’ will solve 
everything is hugely satisfying, and will provide 
new inspiration in other portions of the game; but 
for players with less patience, it could prove to be 
a source of frustration. 

Blinx is a platformer of exceptional quality. 
It has a few minor design problems, but as a 
game that pushes the boundaries of game design 
by using the Xbox hard drive to enable time 
travel (we'd like to see any other console do 
that), which offers a steady, progressive challenge 
with flexible gameplay, and which looks and 
sounds like a treat, Blinx is good enough to 
be considered to be up there with the best. 

It's certainly a diamond in the dungheap for 
platform fans who've become jaded by the 
formulaic platformers that have been pumped 
out over the last few years. Blinx is the best of 
its kind on Xbox, and Xbox owners should feel 


privileged to have such a fine new game 
franchise as an exclusive. e 
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POWER 

Recording the game to HD on ^ 
the fly? Folks, this is the Xbox in 

all its glory. | 
Shake [d 
Cute, humorous, impeccably 
designed; though time monsters 


are a bit generic. a 


IMMERSION m 
Razor-sharp response times and 4 
highly coherent game atmosphere. 4 


LIFESPAN 

Blinx encourages you to play better 
with each re-attempt. Excellent 
replay value. 


4 Surrounded? Now would be a great time to use one of your time powers. 


A Clicking down on the stick to give Blinx a full view of the surroundings. 


THE NEROCI 


GOOD POINTS 


HIGHLY ORIGINAL. 
EXCELLENT LEARNING 
CURVE AND DIFFICULTY. 
PROGRESSIVELY 
CHALLENGING 


BAD POINTS 


TIME-LIMITED 
INVULNERABILITY OF 
TIME MONSTERS 
CLUMSY CAMERAS. 


SUMMARY 

Genuinely challenging and 
innovative, and filled with 
character. Blinx deserves a spot 
on your shelf. 
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COMING SOON: Hints & tips 
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WILL. 


Xbox screenshots shown. 


KEEP THE FORCES OF EVIL AT BAY WITH 
YOUR 360-DEGREE COMBAT SYSTEM AND 
UNSTOPPABLE RAGE POWERS. 


© (P DELIVER LAST RITES TO YOUR 
VILE VAMPIRE VICTIMS WITH GRUESOME, 
OVER-THE-TOP FINISHING MOVES. 


USE MARTIAL ARTS, GUNS AND THE SWORD 
OF THE DAYWALKER IN A DANCE OF DEATH 
WITH YOUR INHUMAN ENEMIES. 


ACTIVISION. 


activision.com 


Marvel, Blade and the distinctive likeness(es) thereof are trademark(s) of Marvel Characters, Inc., and are used with permission. Copyright © 2002 Marvel Characters Wig. AII- rights reserved. www.marvel.com. Blade 2 motion picture artwork ani@therf@tion picture material 
© 2002 New Line Productions, ing. All rights reserved. Game code © 2002 Activision, Inc. and its affiliates. Published and distributed by Activision Publishing, Inc. Activisipg is a registered trademark of Activision, Inc. and its affiliates. All rigiits resetved. Microsoft, Xbox, 
and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. a other countries and are used under license from Microsoft. All’ Othgpifrademarks and trade names are the properties of their respective owners. 23092BLD2 OXM 
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^. Mastery of the Earth's forces with poise and skill can turn a dangerous situation into poetry in motion. 


Kelly Slater makes a grand en 
genre in this self-titled game. 


KELLY SLATER'S 
PRO SURFER 


WORDS: RALPH PANEBIANCO 


GAME INFORMATION 


DEVELOPER: TREYARCH 


Carve up the 


PUBLISHER: ACTIVISION 


world's waves 


RELEASE DATE: TBA 


with the world's 
best, then 


PLAYERS: 1-2 


become the best 


WEBSITE: 


in the world. 
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nce into the surfing 


ANS OF SURFING have been 
hard done by over the years. 
While snowboarding, 
skateboarding and BMX 
enthusiasts have their sports 
immortalized through the 
combined efforts of SSX, Tony Hawk, and Dave 
Mirra, surfing fans are constantly forced to look 
back to the golden days of the Atari Lynx, and 
remember that things were not always so bad. 
They must remember that there was once a 
code-shop by the name of Enyx, who took the 
simple sports of skating, frisbee, hacky sack and 
surfing, combined them with well endowed 
bikini-wearing babes made up of no more than 
about 30 pixels, and produced the masterpiece 
that was California Games. Although quite well 
known for its controversial statement on 


violence towards annoying seagulls, the game 
won true fame and recognition because of its 
absolutely kick arse surfing mode, which 
remained the best virtual rendition of surfing 
ever made...(insert ominous music)...until now. 

Kelly Slater's Pro Surfer is the best surfing 
game you are going to find anywhere. A beautiful 
mix of graphical prowess, tight control and 
superbly designed gameplay, KSPS has 
established itself as the new benchmark against 
which all other surfing games will be measured. 

At heart, the game plays like most other 
extreme sports games on the market. You take 
control of one of nine pro surfers, including big 
names such as Slater, Irons and Machado, and 
travel the globe looking for perfect thrills upon 
perfect waves. By conquering the 13 stages and 
getting high scores, your skill and reputation 
grows until the day when you finally become 
world champion. 

At first glance, KSPS borrows a lot from the 
Tony Hawk brand of gameplay. However, 
it's the way those mechanics have been 


KELLY SLATER'S PRO SURFER 


^* Steeper waves let you travel down faster. 


TOM CARROLL IS A world champion surfer, 
affiliate of surfing brand Quicksilver, and 
all-around nice guy. He's also the only 
Australian in Kelly Slater's Pro Surfer, and 
he took some time out from his rigorous 
schedule to tell us what he thought of it. 

"Having been so close to the water 
myself, It's been hard for me to even 
consider playing them until there's been 
an authentic feeling of water. This one's by 
far the better of all the ones out now, as 
far as the actual feeling of water. It's a 
very, very hard job water. I'm a bit of a 
perfectionist, visually, and | like to see that 
they've done everything correct.” 

“I've surfed all the places that are on 
the game, and they have a lot of similarity 
to the real destinations. It really surprised 
me how well they can do that sort of thing. 
The other thing they've done well is that 
every wave is different. When you go 
surfing, there's not really one wave that's 
the same. Every wave IS different. The 
geographical make-up of the breaks create 
a similar wave each time, but they're never 
the same. Sandbars change, currents 
change, tides change, clouds come over 
and the wind changes. It rains, and it 
changes the surface of the water, which 


me "THE GAME RESPONDS SMOOTHLY 


AND FEELS EXOU 


> 50 perfectly adapted to surfing that sets 
it apart from Activision's other 2002 
titles like Mat Hoffman 2. The game uses the 
familiar interface where the four front-face 
buttons are assigned to jumping, grab tricks, flip 
tricks and grinds/lip tricks. The interface is quite 
versatile for the three different ‘areas’ on the 
wave, being on the face of the wave, inside the 
barrel or in the air. For instance, pressing the Y 
button and a D-pad combination while on the 
face of the wave will perform a face trick like a 
cut back, but pressing the same sequence of 
buttons while inside the barrel of the wave will 
have a completely different result. This creates a 
huge number of moves and trick combos to 
master within a truly flexible ‘freestyle’ system. 

Another feature that Treyarch has 
implemented into KSPS is the Special Meter, 
located at the top right of the screen. Perform 
enough tricks successfully, and your Special 
Meter will not only let you perform even better 
death-defying stunts, but will also link all of 
them together, opening the potential for a 
Positively gigantic scoring run. 

The control system in the game is nothing 
short of superb. The game responds smoothly 
and feels exquisitely natural, which is far more 
than what games like Sunny Garcia or 
Transworld Surfing could accomplish. There's 
sufficient looseness and flexibility as well, which 
is in keeping with creating the sensation of 
riding a constantly changing 20 foot wave. 


M 


changes your capabilities on the wave." 

It's a great technical accomplishment, 
but Tom was also impressed with 
the gameplay. 

"| really love getting inside the barrel, 
inside the tube. A bunch of the young kids 
| surf with have played the Sunny Garcia 
game quite a lot, and when they came and 
saw the preview of the Kelly Slater game 
they were really impressed. 

Having met the stars of the game first 
hand, Tom was also pleased with the way 
today's top surfers were depicted. 

"It's pretty impressive how they do 
peoples' styles. They did motion capture, 
and observed film to get their mannerisms 
down." 

According to Tom, the only thing 
missing from the game is the element of 
danger. For instance, he wouldn't mind 
seeing bluebottles in a future release. 

"Yeah! We need to get stung by things. 
You need to be able to hit the reef, get hit 
by your surfboard, get a little blood-and- 
gutsy. As you can see right now, l've got a 
big cut on my left eye. It's about a 
centimetre away from my eyeball running 
upwards in the eye socket. It was a deep 
cut from the fin in the eye!" 


SITELY NATURAL " 


This makes carving up the waves a more varied 
experience, rewarding players who hone their 
skills towards flashier and more spontaneous 
trick selections. There is a real sense of 
accomplishment here. 

The danger every sports game faces, and 
especially so for surfing games, is losing the 
interest of its audience due to being too 
predictable. The savvy player can always nut 
out the exact number of different scenarios, 
reducing a game to a mechanical process of 
elimination rather than a fun and immersive 
game. Treyarch has deftly swerved around this 
problem by making sure no two waves are ever 
the same. They've really done their homework 
here, having researched the physics of waves big 
and small, and the result is some of the most 
accurately modelled ocean effects ever seen. 

The waves themselves are composed of 
seven different areas, such as the face, the lip, 
or the barrel, and each of these components 
have slight variations in the way they fit 
together. One wave might break with a very 
narrow tube, and then have no tube at all the 
next time it breaks. The level of steepness also 
varies greatly, which has an enormous effect on 
the speed you travel at. In the heat of gameplay, 
success comes down to your ability to be able 
to read the wave you're on, and knowing how 
best to work it. 

KSPS scrubs up very nicely in the 
graphics department. Water effects are 


2» 


> ISSUE DB 051 


RENEWS 


SNAPSHOTS 
Some of the magical moments 
in Kelly Slater's Pro Surfer 


‘lity, 


¢ AIRBORNE TRICKS 

The more traditional mode of trick 
performance, players just leap up in the air and 
tap out a button combination. Bigger air means 
bigger tricks. 


TAKEOFF, 


^* INSIDE THE TUBE A Enjoy the view while you're up there. 
With different sections of the wave to master, 
the tube pays subtle rewards as players glide 


ee a “EASILY THE BEST SURFING GAME 
| I 


THAT THE INDUSTRY HAS PRODUCED” 


» quite splendid, and character animations look 

for the most part lifelike, if even just a touch 
slow for a game of this genre. The 13 stages you IE = L NIJ E E g | = ae 
travel through in Career Mode are all gifted with 
a unique atmosphere, with backgrounds, colour 
schemes and peripheral details designed to resemble | POWER 
their real life locations. Australia's own Bells Beach, Solid graphics that do a good job 
for instance, has a night surfing mode which is of capturing the ocean and how it 
spectacular to look at, with an enormous full moon behaves, Very nice water effects. 
drenching everything beneath it in silvery moonlight. shies) Dos E 


GOOD POINTS 


^ STRIKE A POSE Perhaps the most endearing quality of KSPS is Slee 

With smart camera angles and a refined trick that its presentation appeals as much to the surfing Awesome presentation in every 
system, Kelly Slater's Pro Surfer will produce lifestyle as it does to those of us who enjoy the finer way (the waves are stunning), 
amazing visuals through and through - check mechanics of gameplay. It really captures that plus a killer soundtrack to boot! 


out the spray of water being thrown in the air! ‘Endless Summer' attitude that dictates so many of 
the pro surfers’ lives - relaxation and intensity, IMMERSION 
success and failure, and the quest for the perfect 
wave. To that end, the Career Mode puts players on 
board a rusty old boat that travels to the game's z 
different locations. Kelly Slater acts as your guide, T PAPEI Ro Ti T = 
introducing every stage with information on what LIFESPAN SUMMARS 
to expect on your impending ride, and indulging 
possibly a bit too much in those relaxed yet 
insightful speeches about the life and death nature 
of every wave. 
KSPS is a very polished action sports title, and 
easily the best surfing game that the industry has 
x produced. At such an early stage in the genre's life, 
^ ATMOSPHERIC it's a credit to the developers that the game can reach 


First class control that is the best 
seen any surfing game to date. 


The best surfing game you will 
Like all Xtreme games, this one find on the market today. 
should last you awhile if it It'll be a strong favourite for 
grabs you. fans of extreme sports. 


Every level in is Kelly Slater's Pro Surfer these standards. In its moves to expand its portfolio 
modelled against real-life locations. Throw in of action sports games, Activision is beginning to 
weather effects and time-of-day, and the game produce proof positive that they can do for extreme 


will offer you some of the most sublime games what Electronic Arts did for conventional and 
background you'll ever see. traditionally accepted sports. KSPS has all the finish 
of the Tony Hawk franchise, but without ever being 
overshadowed by it. Xbox owners in search of >> PREVIOUSLY: Incoming Preview - Issue 07, page 028 
some serious new fun should look no further e X» COMING SOON: Hints & cheats 
than Kelly Slater's Pro Surfer. 
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^* Safe to say the bad guys are the ones who aren't dancing, with their eyes fixed squarely on Blade. 


There's a new vampire slayer in town 


RE NIELUS 


y» SLOTS 

Blade has slots to 
which he can assign a 
limited number of 
weapons before each 
level. Choose your 
weapons wisely, as it 
can make life much 
easier for you. 


SLADE e 


WORDS: KEVIN CHEUNG 
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IF THERE IS ONE thing 
people remember about 
Blade, it's the opening 
ten minutes of the film 
where Wesley Snipes 
stylishly tears the shreds 
out of a gang of vampires 
holding an underground 
dance party. The rest of 
the movie was rubbish, 

but it was the one scene 
everyone came back for - which is why Blade II 
essentially expanded the ten minutes’ worth of 
vampire arse-kicking footage to fill the entire 
feature. Presumably, this is also the goal of the 
videogame version of Blade II. 

Blade Il is a romping beat-em up, loosely 
based on the film. Despite the presence of 
vampires, it's nothing like Buffy the Vampire 
Slayer. Where Buffy offered players a clean and 
familiar style of combat and control, developer 
Mucky Foot has conjured up a new 360 degree 
combat system, similar to Hunter: The 
Reckoning. All you have to do is press the right 
analogue stick in a certain direction, and Blade 
will attack in that chosen direction. 

No button presses are involved with these 
attacks, though; nor do you have much of a say 


BLADE HELPS HIS 
vampire enemies 


hunt down a 


more dangerous 
foe, the vamp- 
eating Reavers. 


in what moves are produced. Every punch, kick, 
and sweep is the same, and only occasionally 
will they be chained into a combo, provided you 
push that analogue stick around in a slow, 
smooth rhythm. Fast, jarring movements simply 
won't work. Weapons also come into the 
equation, with shotguns, knuckle-dusters, and 
Blade's trademark sword, which becomes 
available after a special meter is built up. 

If you've listened to the commentary tracks 
in the Blade DVDs, you'll know of Wesley Snipes' 
belief that audiences subconsciously think in 
fours and fives, and that the best fight scenes 
should follow that rhythm accordingly. The 
videogame form of Blade II obviously follows this 
idea, and it works with varying degrees of success. 
Seeing Blade land pinpoint hits with roundhouse 
kicks in every direction is extremely cool, but it's 
a feeling that occurs all too sporadically. 

The non-fighting portions of Blade Il are the 
major let down. That is, the running, jumping, 
dodging and so on - it's all lacking in fluidity, 
and it's largely the fault of a lack of camera 
controls. Blade is only capable of doing one 
thing at a time, so you can't actually make him 
jump and kick in one action. Enemy Al is also 
fairly unreliable, as many vampires will simply 
stand around waiting for you to kick their heads 
in. This isn't helpful, since killing anything that 
moves is about as complex as the game gets. 
Most annoying of all is that a mere punch to the 
head is enough to crumple a vampire into 
oblivion. Aren't silver or garlic required? 

Given the quality of Buffy and Hunter, 
Blade II falls well below the accepted standard. 
It's worth a rental if you are into the films 
or the comic books, but beyond that it is t 
difficult to recommend. 


POLUER 

Very ordinary looking, with few 
special effects. Has only 4.0 
channels of surround sound. 


STALE 

Captures the look of the movie, 

but none of the actors have lent 
their vocal talents to the game. 


IMMERSION 

Comical and mechanical - you 
have to be into the comics and 
the movies to like it. 


LIFESPAN 


it more than once. 


A couple of bonuses on offer, but 
there isn't much point to finishing 


GOOD POINTS 


* ROTATIONAL COMBAT 
CONTROL. 

* WEAPON MANAGEMENT 
MAKES YOU FIGHT 
SMARTER 


BAD POINTS 


- POOR ENEMY Al. 
LACK OF VARIETY IN 
THE COMBAT. 
SLUGGISH MOTION. 


The license and the concept 
had excellent potential, 

but Mucky Foot, err, mucked 
it all up. 
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> EXPLAINS THINGS: MUCKY FOOT DEVELOPED URBAN CHAOS FOR THE PS ONE, WHICH WAS VERY ‘MEH’. 
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RE NIIEWS 


Activision adds another extreme sports legend 
to the fold, this time in freestyle BMX 


MAT HOFFMAN'S 


PRO AMX 2 


WORDS: RALPH PANEBIANCO AT HOFFMAN'S PRO BMX 2 


lets players grip the handle 
PV DES NEIERE RODA bars as one of 12 pro BMX 


riders, travel the length of 
America, hopefully avoid 
serious injury, and win the favour of as many hot 
babes as possible (well, not really - | just threw 
that in to make sure you were paying attention). 
While it's decent enough to be thought of as 
"Tony Hawk, but on a bike", MHPB2 has various 
problems that hold it back from ascending to the 
heights that Tony flies at. It will please BMX fans 
looking for a specific game for themselves, but 
gamers looking for a solid round of extreme 
Trade a skateboard sports game will be somewhat disappointed. 
for a BMX bike and Gameplay revolves around, predictably, the 
completion of arbitrary objectives on each level. 
This includes achieving a high score, collecting 
five items, knocking over objects, and so on. 
These objectives are substantial enough for 
newcomers to the genre, but seasoned pros will 
find them boring and uninteresting. The sad 
truth is that anyone who's played Tony Hawk 2 ~ Flat land tricks are subtle but very cool to the experienced eye. 


test your riding 
skills against the 
world's best on a 
series ramps, tubes 
and rails. 
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MAT HOFFMANS PRO BMX e & 


TRICKY DICKY 


A 


^* How not to ride a bike around the railroad tracks. 


J from its first iteration on PS One would've 

been doing these same tasks for years, 
and in that respect MHPB2 offers little in the way 
of new challenges. 

What's worse is the abhorrent level 
progression system. Each level has 12 objectives 
divided up into three classes - Amateur, Semi-pro 
and Pro - and all must be unlocked progressively. 
You can't take on any of the pro challenges until 
you have finished every single amateur and 
semi-pro challenge. There's no rhyme or reason 
for such an inflexible system, and it will especially 
frustrate the people who don't necessarily want 
to complete the challenges in the order so 
ordained by the developers. By about the second 
or third level, you'll hit the ‘wall’, get stuck on 
some super-annoying token-collecting objective 
that is just too hard, and all you'll want to do is 
smash your controller into a little pieces. Put 
simply, then, the system of level progression is 
frustrating and much too shallow, and detracts 
from the overall enjoyment of the game. 

The control scheme is the same as both 
Tony Hawk and the original Mat Hoffman, with 
buttons assigned for bunny hops, grinds, grabs 
and flips. Pulling off a trick involves combining 
these buttons with different D-pad combinations. 
The newest addition to the mix is the inclusion 
of flatland tricks, which are basically tricks 
performed during a manual. It's only a small 
touch, but it makes the combo-linking system 
all the more versatile. 

Running on a tweaked version of the old 
Tony Hawk engine, the visual quality in MHPB2 
ranges from decent to good. Unfortunately, this 
engine was originally built for the PS One and 
then moderately re-worked for the PS2. The 
result is a game that, while graphically satisfying, 


/0.0( ONE) FOOTER 


Some of the basic trick mechanics to learn 


will not leave you blown away. Polygon counts 
and level geometry are average at best by Xbox 
standards, but the textures look rather dull and 
flat. The Xbox can handle so much more, and it's 
a shame the engine wasnt properly optimized for 
it. Compare this game to the big guns like Halo 
and Project Gotham Racing, and MHPB2 actually 
looks a bit boring. 

The level design in the game is also of some 
concern. The size of the playing areas are 
spectacularly huge, but they haven't been used to 
any great effect. Many levels contain wide open 
spaces that that aren't much good for anything but 
flatland tricks and manuals, which are cute to 
muck around with for a few minutes, but 
ultimately wastes the space. After all, everyone just 
wants to go straight to the air, so the space could 
really have been used more efficiently. The size of 
the levels also makes the completion of objectives 
difficult, since a lot of time is spent collecting items 
that are scattered across vast spaces. 

It's not all bad though. As you would expect 
from most extreme sports games, MHPB2 packs a 
sweet soundtrack that is a pleasant mix of rock, 
hip hop and electronic beats. With names like 
Crazy Town, Suicidal Tendencies and Bombfunk 
MC, the soundtrack will likely keep most gamers 
happy during their tenure on the couch. On top of 
this, there is the Xbox's trusty CD-rip feature to 
utilize - always a plus in sports games. 

MHPB2 isn't too bad a game. It just suffers 
from being anchored into an older standard of 
design in a genre that is struggling to find new 
innovations. The inclusion of flatland tricks will 
please enthusiasts. However, they're muted by 
problems associated with level design, 
which could do with some improvements G 
in future editions of the game. 


^ Mat puts on his best ET impersonation, sans the stumpy little alien. 


| POWER 

Competent, but ultimately patchy 
visuals that belong on a PS2 

- not an Xbox 


STYLE 

The game lacks a definitive sense 
of character, but has plenty of 
DVD extras. 


| IMMERSION 
Sweet soundtrack with some big 
names attached to it. Control is a 
bit stiff but manageable. 


LIFESPAN 


If you can get into it, and have the 


patience to unlock all the levels, 
this one should last you a while. 
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"PREVIOUSLY: This is Mat's first appearance with us. 
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GOOD POINTS 


FLATLAND TRICKS 

* PLENTY OF MOVIES 
AND EXTRAS 
CLASSIC TONY HAWK 
FORMULA ADAPTED 
FAIRLY WELL 


LEVELS TOO LARGE 
LEVEL PROGRESSION 
FROM HELL 


A decent title that's spoilt by 
obvious design flaws. Best 
suited for lovers of BMX and 


the Tony Hawk series. 


E: EARLY DAYS: ONE OF NICOLE KIDMAN'S FIRST FEATURE ROLES WAS IN THE OLD FLICK, BMX BANDITS. BACK THEN IT SEEMED PRETTY COOL, BUT IN RETROSPECT IT NEEDS TO STAY BURIED IN THE '80s. 
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^* Make your Peanut M&M build a bigger and 


^t 


better tower of Tetris blocks than the other g 


uy. 


At last - a proper puzzle game on our console 


WORDS: ED LOMAS 


istud 


LASSIC PUZZLER TETRIS had 
such a big effect on video 
gaming when it appeared in 
the late '80s that it's still 
around in full effect today; in 
the form of 'enhanced' sequels such as Tetris 
Worlds and in the hundreds of other puzzle 
games it has inspired. 

Eggo Mania is one such tribute. In the 
game, the original concept of slotting falling 
shapes together to form lines remains intact, but 
with a number of big twists. 

Firstly, you're not trying to keep your well 
(the playing area) clear of blocks, you're trying to 
build a tower so that your little egg man can 
reach the hot air balloon floating high above him 
before his rival reaches his. 

As you're building, the water level around 
your tower rises, causing any unfinished rows of 
blocks it touches to weaken and collapse. 

The way the game is controlled is quite 
different from Tetris, too. Instead of making 
shapes drop straight into place, you control a 
cute egg-person who has to jump around the 
screen catching crates, then place the blocks 
inside them in position. 

Power-ups, which also fall down the screen, 
can both help you and hinder your opponent, 
although their random presence can be 
unwelcome. Because you don't really need to 
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work for these power-ups - you just catch them 
as they fall - it feels unfair when the other player 
blows up a chunk of your tower. 

There are also creatures that occasionally fly 
onto the screen and steal crates out of your 
hands; another random factor that just interferes 
with the puzzle gameplay. Thankfully, you can 
turn any of the features on or off before playing, 
so you can always play without the added hassle 
of certain power-ups. 

Once you get the hang of things (which 
doesn't take long) Eggo Mania becomes an 
entertaining two-player game. Being in charge of 
an egg with hands and feet rather than just 
some spinning blocks gives the game a different 
feel to other puzzle titles, although some will no 
doubt find it to be an unnecessary addition to 
the simple gameplay. 

Controlling your character is fiddlier than it 
could have been - not least because you need to 
press Up on the directional pad to jump, rather 
than a button - and the graphics and sound 
certainly won't trouble your Xbox in the slightest. 

But as far as head-to-head puzzle games go, 
this is pretty much your only option on 
Xbox right now. It's a solid puzzler that 
would be great at a budget price. 


^ Grrr. Pesky random flying demon heads. 
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>) BREAKFAST COMBO 
Complete consecutive 
rows and you get combo 
bonuses of free blocks 
added to your tower. 
Maintain the combo by 
completing a row each 
time you place a piece 
for huge bonuses. 


| POWER 
| This really doesn't use the power 
| of Xbox at all. It's basically a 
GameBoy Advance game. 


GOOD POINTS 


MUSIC THAT SOUNDS 
LIKE KIDS" TV. 
CHARACTER-BASED 
PUZZLING THAT WORKS. 


e SLE 

Bright and colourful looks, but 
that does make things a little 
unclear at times. 


BAD POINTS 


RANDOM ELEMENTS 
DON'T WORK 
CONTROLS ARE FIDDLY. 
NOT ENOUGH TO 
WARRANT THE SPEND. 


IMMERSION 

An addictive two-player game, but 
the random elements and long 

| loading times detract from the fun. 


LIFESPAN 

| Not much to keep you hooked for 
ages in the one-player modes, but 
two-player is fun for a while. 


Not the greatest puzzle game 
by any means, but good 


enough to entertain two 
players for a fair while. 
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With the northern hemisphere submerged due to a massive subterranean earthquake of / 
Biblical proportions. and three tyrannical despots oppressing and exploiting the 
populations, SeaBlades are sent to liberate the oppressed, crush the tyrants 
and investigate an unknown power. Taking full advar | 
of the awesome potential of the Xbox’, SeaBlac 
delivers unprecedented combat action 
above and below the water. 


"This game is already looking 
quite stunning and should 
for a big splash when it 
Preview GameSpu.co 


i jme 


| COMING NOVEMBER. 


G 8+ 
Low Level 
Animated 


Violence n 
CAI ee 


Wunde 


Microsoft ' " 


ww» red ate m 


WARENIELUS 


4 After factoring in the collision detection and Al, the most reliable pass is always to a receiver running a slant from the slot. 


Microsoft takes a shot at America's favourite sport. 


NEL FENER 2003 


| ITH THE COLTS quarterback, 
Peyton Manning, emblazoned 


4 
"S Madden NFL 2003 (see page 
088) the unenviable task of sating the wrath of 
Australian games-playing NFL fans who were 
more or less forced to miss out on the 2002 
edition of NFL titles. March 14 (Xbox's launch 
date, if you've forgotten) wouldn't have been the 
best time to release a 2002 NFL game since the 
season was well and truly over, but then again, 
EA nevertheless saw it fit to release NHL 2002. 
To NFL Fever 2003, then, and my, what a 
contrast it is to Madden. Offering exhibition 
matches and a Dynasty Mode that simulates a 
full season, NFL Fever 2003 is a game that, on 
its surface, looks sharp and impressive. The 
clear-cut perforations on the jerseys certainly say 
as much. Scratch below that surface, however, 
and you'll find numerous little inconsistencies 
that add up to, sadly, a poorly executed game. 
You don't have to look too deeply to find 
the problems. Player faces look nothing like their 
real-life counterparts, and the commentary 
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frequently cuts itself off with the next set of 
dialogue as it tries to keep up with the on-screen 
action. There are even times where the game 
will stop before the play is dead and take you to 
the next play selection screen, such as when the 
ball carrier is headed out of bounds. It all seems 
very roughly chopped up, perhaps to maintain a 
sense of pace, but to the detriment of a sense of 
closure after each play. 

NFL fans will have the most grief with the 
play mechanics. Blockers, have no sense of 
momentum about them. There's a ‘swim’ button 
for getting around the line of scrimmage, but the 
tackles and guards all seem to bounce off each 
other. Worse still, every player has an invisible 
area of about three or four inches beyond their 
defined space where the game will register as a 
collision point. This means you'll collide with 
another player even though it looks like you 
completely missed each other. 

This creates many other frustrations. The 
running game, for instance, becomes a shallow 
exercise in galloping between impenetrable 
walls of defenders. Passing is especially difficult 
because, for whatever reason, rather than 
deviate slightly from their route for an easier 
catch, the receivers insist on gnashing into the 
backs of safeties and cornerbacks who run a few 
paces slower. And it's pretty funny, too, since you 
can see your wide-out stuttering and jittering 
behind the defensive back, even though there 
are a few inches of airspace separating the two. 

It's not entirely a tragedy, though. NFL Fever 
2003 is playable, provided you deliberately 
exploit holes in the game's Al. Unfortunately, 
that'll be too much to ask of most 
people, particularly in light of the realism ¢ 
that a game like Madden can achieve. 
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M Whoops - there's a missed tackle. 


| POWER 

| Ultra-crisp visuals and great 5.1 
surround sound effects. Player 

| portraits are surprisingly low-res. 


y fe iz 

Has the official NFL branding, and 
television-style presentation. All it 
needs now is a major TV licence... 


IMMERSION 
Unconvincing player faces. 
Commentary and animations 
destroy the atmosphere. 


LIFESPAN 
Worth playing through at least 
once with your favourite team, but 


| it won't last long next to Madden. 


» 


GOOD POINTS 


* SOLID VISUALS, 
SMOOTH ANIMATIONS. 

* GREAT MANAGEMENT 
AND FREE AGENCY 
OPTIONS. 


BAD POINTS 


POOR COLLISION 
DETECTION AND Al 
PLAYBOOK ISN'T ALL 
THAT DIVERSE 


Z 


Pretty, but still disappointing. 
The NFL Fever franchise has a 
lot of room for improvement in 
every department. 


COMING SOON: Hints & tips 


PREVIOUSLY: This is NFL Fever's debut 


CHECK IT OUT IN ALL GOOD GAMES STORES! 


Use exclusive street moves — Cistonize ges ton 


on the toughest courts in 1 Yor team- ten use the customize Your game — 
He country including Rede Park. winnings. 4 buy neu deaf fon lort t -on-S, 


g My Te 


1 and two C 


Blast +vacks by OMX, Ludacris and Xzibit 


Feat ring styles by: 
"i Eee s www.streethoopsgame. 
Rock the gear. Rock the beats. Rock the 


" 62002 Activision, Inc. and its affiliates. All rights reserved. Published and distributed by Activision Publishing, Inc. Developed by Black Ops Entertainment, Inc, Activision is a registered trademark and Street Hoops is a trademark of Activision, Inc. and 
_tesetyed: Microsoft, Xbox and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or in other countries and are used under license from Microsoft. All rights reserved. All other trademarks and trade 1 
B jective owners. 23093SH_OXM i i c 
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^* Not sure if you've got epilepsy or not? Quantum Redshift serves as a handy litmus test in this regard. 


Do you feel the need? The need for speed? 


QUANTUM 
REDSHIFT 


WORDS: JAMES COTTEE 
GAME INFORMATION 
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ACH NEW GENERATION of 

gaming hardware brings new 

experiences to the gaming 

public. Brighter colours, richer 

sound, bouncier breasts. For 

the specialised sub-genre of 
futuristic racing games, new hardware means 
faster speeds. Now Xbox owners can finally 
buy a game that boasts the fastest racing in any 
game, ever. While it doesn't quite escape the 
shadow of Wipeout 2097 or F-Zero X, this new 
title is a solid racer that has much to offer the 
speed-starved gamers of today. 

Set over a hundred years in the future, 
Quantum Redshift puts the best and brightest 
of a brave new world into hovering rocket cars. 
These pampered dandies of the speedway 
circuit travel to the furthest reaches of the globe 
in pursuit of their racing passion, tearing 
through American canyons, Russian reactors, 
and ripping huge divots out of the English 
countryside. There’s even an Australian track - 
Solar City is the Gold Cost of the distant future, 
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a glistening monument to a century of 
Schoolie's Week. 

Personality has been pumped into every 
available space. The contestants resemble comic 
book super heroes in their spandex flight suits. 
Each pilots their own elaborately customised, 
stunningly unrealistic racing craft. They lie prone 
during the race, their faces visible through the 
cockpit glass. The game designers take every 
opportunity to show exactly how much 
computational horsepower their playing with. 
Fortunately, these include practical features, like 
the rock-solid frame rate and the responsive 5.1 
surround sound. 

The graphics are flashy, almost gaudy. 
Each future setting you race through has been 
designed to convey the maximum visual impact, 
often at the expanse of play dynamics. There's 
none of the sense of claustrophobia you get 
from playing Wipeout, as the frequent patches 
of wide, open spaces are more reminiscent of 
the shallow Star Wars Episode One Racer. On 
the plus side, these open spaces give you plenty 
of room to blast away at your opponents, and 
here some genuine innovations come into play. 

A feature borrowed from Wipeout is the 
idea that each racer has a distinct personality, 
which can be provoked by incessant attacks. 
Each racer also has an arch-enemy who'll go 
out of their way to blast you from the track. 
Each Nemesis is highlighted throughout the race, 
to make their destruction more convenient in 
crowds and at a distance. They're more silly 
than menacing (the Egyptian racer's enemy 
appears to be a Pharaoh called "Pharaoh"), 
but they add an extra thrill to every race. 

A multi-coloured chart at the top of the 
HUD shows how well your three weapon 
categories are charged. You have 
unguided, guided, and defensive »» 


CURN FUT RELISH T 


Shield 
(260.0 


¢ Nothing but crack pilots in this game. ^* “Ice to meet you!" ^* Not as good as Wipeout. Possibly faster, gom 


“EACH RACER HAS A DISTINCT PERSONALITY | mm 
WHICH CAN BE PROVOKED” US ROET 


y “eons, and the game rewards their 

frequent use. Points are liberally awarded 
after each race for matters as trivial as getting 
some big air, but real progress only comes from 3 
conquering the tournament modes. There are STYLE 
nine racers and many alternate tracks to unlock, gan. imed nite eobus TWO VISCERAL THRILLS 
guaranteeing satisfaction to those who dare : grap 


| decor: E th FOR THE PRICE OF ONE 
the barely subsonic speeds of the elite Redshift care iE prine B 
racing class. p / BAD POINTS 


While the tabloid antics of the starring a 
racers appear murderous at first glance, death IMMERSION CONFUSING DECOR 
It's an overload of stimulus, |y UNIMAGINATIVE 


doesn't play a role in Redshift. Besieged racers be : Á RACK DESIGN 
invariably bail out just before their craft but it's still possible to get in ANEA 
explodes, and it takes some serious damage The Zone. 
to get to that point. While other games in this 
genre present tracks with narrow, damaging LIFESPAN A flashy, explosive racer. It's not 
walls, or sheer cliff edges, Redshift handles the Accessible style of play that you perfect, but it delivers the goods. 
player with kid gloves. It's a concession directed can come back to again and again. 
at the mainstream audience, and experienced | 
gamers may take it as an affront. 

Quantum Redshift was created by Curly OFFICIAL AUSTRALIAN XBOX MAGAZINE 
Monsters, a startup formed by programmers 
who fled troubled developer Bullfrog. It's not 
their first stab at a futuristic racer either - last 
century they made a mediocre game called 
N-Gen, where players raced jet fighters. It was a 
title that heavily accentuated bright, flashy 
graphics, with minimal attention paid to 
gameplay. They've come a long way since that 
shocker of a game. While the focus is e XX» PREVIOUSLY: Exclusive Access - Issue 03 


POWER 

Vast play areas, exotic weather 
effects, and plenty of speed - FASTER, GLOSSIER, AND 
this game never slows down MORE FUTURISTIC 

THAN ANYTHING ELSE 
SPEED AND VIOLENCE 


ES GOOD POINTS 
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still on style, they've finally managed to 2» COMING SOON: Hints & tips 
include some substance. 
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ped 


^* That's the US president riding shotgun in your Jeep. You'll need to get him to the helicopter to escape this stinking war zone. 


Defy death, gravity and tight leather pants to 
become the world's foremost danger queen 


CHASE 


WORDS: STEVEN BAILEY 
GAME INFORMATION 


GIRL POWER HAS come 
on in leaps and bounds 
in recent years. It's now 
possible for a lady to 
juggle a career, a boy 
and a David Jones 
clubcard while 
remaining empowered 
and equal. And if that 
career happens to be a 
potentially leading role in 
the world of high-risk stunt driving, so be it. 
Chase Corrada, a foxy brunette intent on 
beating out her male rivals, is convinced that she 


Propel stuntwoman 
Chase Corrada into 
the limelight by 
completing vehicle- 
based stunts in a 
number of varied 
movie scenes. 


can risk her life with the best of them. All she 
needs is nerve, an opportunity and a separate 
changing room from the boy daredevils. 

Her big break comes when a director hires 
her to provide high-octane automobile stuntage 
for his four pun-tastic action movies - The 
Unchaseables, Chase Of The Triad IV, Chasing 
Survival, and The Spy Who Chased Me. She has 
to perform multiple stunts in each of four scenes 
from each movie, then wrap the whole thing up 
within a time limit. But is the game of all this, 
Bam!'s Chase, as exciting as it sounds? 

An occasional cool explosion and some nifty 
reflective surfaces are all that stand between you 
and the unavoidable feeling that you're playing a 
six-year-old video game. Chase is one very bland 
game indeed. 

Add to that the feeling that every vehicle (and 
there are loads - bikes, buggies, sports cars and 
tuk-tuks to name a few) handles without any 
sensation of accuracy or subtlety, and you're left 
with an extremely limited game with such dull 
graphics and lumpy gameplay that you're stuck 
to find anything to commend it for. 

Simplicity is one thing, but Chase has 
few redeeming features, with little in the 
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Wa 


PRHOXIMITYE 


A 


i | 
NITRO 


^. 


A There's quite a lot of stuff to smash into on this stage. 


ONE MORE THING 


A smattering of bonus games 


“AENIEWS 


BONUS 
INFO 


» 


way of flair or style. There are glimpses of 

creativity, such as the pursuit levels, where 
you have to get close enough to your target so 
your passenger can shoot, but they're screaming 
to be exploited more and expanded into 
something a bit meatier. 

The idea of having several objectives per 
scene - as in Tony Hawk's Pro Skater 3 (Issue 
02, 8.5) - is normally a sure-fire way to 
encourage repeat play. After all, if you couldn' get 


SAS 2284 


=. 


It's not Thelma and Louise. So driving off a cliff is a baaad thing. 


them first time, completists will love going back 
and discovering everything a level has to offer. But 
in Chase, goals such as performing a set number 
of backflips or collecting clapperboards strewn 
around the set are incredibly easy to achieve. 
Chase is a game brain in a jar, a collection of 
ideas lacking the graphical muscle and gameplay 
skeleton to impress the player. And it's certainly 
not a great advert for Microsoft's Incubator 
Program, the scheme that helps developers make 


THE NEREK I 


POWER 


Crummy visuals thrown together 
from Lego bricks. A gust of wind 
would m an Xbox further. 


STYLE 


A wide variety of film sets from 
different eras - uniformly bland 


and toy-like. 


| IMMERSION 
Multiple objectives give you 
something to aim for, but there's 
little feeling of achievement. 


PROXIMITY 


LIFESPAN 


a 


You'll finish it - including all 
challenges and hidden cups - 


within two evenings, 


rt | ls PLUS 


104.- 


X» PREVIOUSLY: This is the first time we've seen Chase. 
3X» COMING SOON: Tips & cheats 


games before securing a publishing deal. 

We get the feeling that Chase could have 
grown into something enjoyable if it had been 
allowed to develop and evolve. It's certainly 
dumb fun; and okay as a rental. But as it stands, 
it's difficult to justify splurging on it as the 
amount of game you get for your RRP is almost 
controversial. Ignore the sexy dame on 
the cover. It's shallow fun that'll dry up c 
faster than you'd expect. 


GOOD POINTS 


VARIED MOVIE SETS 
LOADS OF OBJECTIVES 


BAD POINTS 


PRIMITIVE GRAPHICS 
NO SUBTLETY TO THE 
HANDLING 

A PUSHOVER TO 
COMPLETE 

GOOD IDEAS ONLY 
GLIMPSED BREIFLY. 


A game so simple and basic 
that it borders on patronising. 
It's playable, but feels 


maximum. decidedly incomplete. 


TRALIAN XBOX MAGAZINE 


> BUS-A-MOVE: THE WORLD RECORD FOR BUS JUMPING WITH A HARLEY DAVIDSON IS HELD BY BUBBA BLACKWELL, WHO COMFORTABLY CLEARED FIFTEEN OF THE PEOPLE-CARRIERS IN 1999. 


> ISSUE DAB O73 


RENMIEWS 


^ This bit's great. You beat up these men, and then more men come along and you beat them up too. 


Like exhuming Bruce's corpse and beating it up 


BRUCE LEE: 


QUEST OF THE DRAGON 


WORDS: ED LOMAS 


NORMALLY IN REVIEWS 
we try to highlight some 
of a game's good points 
before talking about its 
bad points, or maybe 
the other way around. 
We can't do that with 
Bruce Lee: Quest of the 
Dragon. We've tried our 
best, but there don't 

seem to be any good points 
to comment on. It's solid 24- 
karat crap right the way through. 

Here's why: the loading 
times are long, the graphics 
flicker and glitch all the time, the appalling lens 
flare effect appears when the camera looks at 
the floor, the training mode is useless, Bruce 
looks like he's got broken heels and a big poo 
in his pants when he walks up stairs, control 
during the nunchaku fights is disgraceful and 
there's no animation as you switch between 
attack targets - Bruce just immediately flips 
round. Pause for breath. 
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The enemies are incredibly stupid, the 
background graphics are less detailed than most 
Nintendo 64 games, blocking is too slow, Bruce 
looks ill in close-up, the enemies are basically all 
the same, there are invisible walls stopping you 
from walking too far in any direction, there's only 
one boring route through a level, you can walk 
right into and through certain bits of supposedly 
solid scenery, the game has to pause to load 
each wave of stupid enemies even though they 
all look the same and Bruce ya-taahs and wa- 
taows with every single attack - something he 
certainly never did in his movies. Pause again. 

Bruce has to buy kung-fu moves as he goes 
through the game (why?), the animation on all 
the moves is too jerky to see what you're meant 
to be doing, when automatically 'locked on' to 
enemies you can't move around properly, the 
camera sometimes judders behind scenery while 
you're fighting, move names flash on-screen so 
there's always text in the way of a scrap, the 
boats in the intro sequence leave big wakes 
behind them when still, levels have rubbish 
names like "Town on Mountain', time counters 
keep going even when you're frozen still waiting 
for the game to load the next lot of enemies and 
there's nothing telling you which way to go after 
defeating a wave of those enemies - you just 
walk until you find a way that isn't blocked by 
an invisible wall. And so on, and so on. 

Bruce Lee is one of the coolest men ever to 
have lived. This game is an insult to everything 
about him. If you're ever unfortunate enough to 
play it, you'll never be able to wash away the 
dirty feeling it leaves with you, no matter 
how hard you scrub. 

This has no place on Xbox. 


MAGAZINE 


3» SPARE ANY CHANGE? 
When you beat people 
up they drop coins. 
Coins buy new moves, 
extra health and so on, 
until the end of each 
stage. Yawn. 


POWER 
Disgracefully glitchy, jerky and 
all-round rubbish looking, and 
extremely limited technically. 


af fa | WY s 
Bruce Lee had more style in one 
nasal hair than is evident in this 
crummy botch job. 
IMMERSION 
Button-bashing repetition to the 
point of tedium - and far beyond. 


LIFESPAN 
Loads and loads of dull, repetitive, 
scabby levels to drag yourself 
through if you so desire. 


D 


^* B, A, B, A, B, A, B, A, B, A, B, A, B, A. 


"PREVIOUSLY: Preview - Issue 02, Movie - Game Disc 06 
COMING SOON: We'll try not to waste ink on this again. 


If only Bruce Lee w still 
uld kick the cra 
e buffoons responsib 


sack of diarrhoea 


MARK SKALFE. 
RELGNING VE 
SUPERCAR 
CAAMPLON. 


s only natural that we sponsor him. xBOX 


X and the XBOX logo are registered trademarks or trademarks of Microsoft 
t nd company names mentioned herein may be trademarks xbox.com.au 
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^ The flame effects are great, and any part of the floor can be coated with a blanket of fire to keep some space between them Things and your good self. 


When a hideous space-beast is woken from deep 
freeze, you are the warmest place for it to hide... 


THE THING 


WORDS: STEVEN BAILEY 


RELEASE DATE: OUT NOW 
PLAYERS: 1 P 


WEBSITE: WWW.THETHINGGAMES.COM 


ADVENTURE 
'SEQUEL' to the 
movie thriller, 
with shape- 
changing aliens 
and who-do-you- 
trust tension. 
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UTSIDE, IT’S 40° BELOW. 

Inside you, assuming a decent 

bill of health, it's 37°. An alien 

form that crashed to Earth 

thousands of years ago, 

landing in deep freeze within 
the Antarctic, needs a host. 

What better than the members of the 
meddling research team that disturbed it from 
its slumber after a long sleep? When they're 
cold, humans wrap up nice and cosy, so we're 
the alien's best option. At least, they were in the 
1982 movie The Thing, the story of which is 
continued by this game of the same name. 

You begin the adventure on a search and 
rescue mission, leading a team that lands at the 
dilapidated Norwegian research complex left at 
the end of the film. Neither you nor your squad 
has any idea of what happened that led to the 
ruin of the facility, or just who - or what - left 
the many butchered corpses littering the area. 

Beginning where the movie finished is a 
superb idea, and gets the game off to a strong 


start. It's faithful to the events of John Carpenter's 
creature feature, and continues the plot in a 
seamless, believable manner. Not long into the 
early stages, you find McCready's taped records, 
and Childs' corpse, not long dead and clutching 
a bottle of booze. Anyone familiar with the 
movie, and even those who aren't, will be on 
spine-tingling ground as the Thing then 
gradually makes its presence felt. 

There's a great opening hour, and it helps 
create an atmosphere of dread, isolation and 
mania, particularly through the use of sound. 
Music is used sparsely, dramatically kicking in to 
jolt your nerve endings; the moody bass twangs 
from Carpenter's original score are here. There's 
little ambient noise besides human movements 
and howling subzero winds, but there is an 
excellent and unsettling 'whoosh' that occurs 
whenever the Thing attacks. 

Get deeper into the game, however, and 
the plot falls under the creative direction of the 
developer, and this is where things become very 
predictable, twists included. 

It all goes a bit Half-Life (only not as good), 
with shady government types making yet 
another appearance. We won't ruin things for 
you, but it seems that, for developers, well-worn 
sci-fi hokum is the warmest kind of plot in 
which to hide, too. It's not all bad, though, as a 
sense of tension does run throughout the game. 

It's a fairly pretty game to look at most of 
the time, punctuated by liberal use of lighting 
and flame effects. The biggest letdown, however, 
is just how weakly the concepts of trust, 
teamwork and paranoia are implemented. 

This is the stuff that made the film so 


THE THING 


INFO 


TARGET ACQUIRED 
You can set the degree 
of auto-aim at the start 
of the game, and the 
crosshairs will change 
colour depending on 
how near death your 
target is. When it goes 
from green to red, you 
should finish your prey 
with a few bullets, or 
use the flamethrower. 


ON THE DISC 
John Carpenter plays a 
cameo role, Not as 
himself, but as Dr 
Faraday, a researcher 
who joins your team 
for part of the game. 
Show him some 
respect, and give him a 
brilliant gun with plenty 
of ammo. Check out the 
interview with the great 
man himself on this 
month's Game Disc. 


GUN CRIMES 
Whenever you reload 
your weapon and insert 
a fresh clip, you will 
lose all the bullets in 
your current one as you 
throw it away. This is 
completely unheard of 
in video games, except 
for ultra-rigorous 
simulation shooters. In 
fact, as you instinctively 
reload just before 
entering a room (as 
games such as Halo 
and GoldenEye have 
trained you to do), 
you'll slap your 
forehead as you realise 
that you've just lost half 
a clip of ammo. 
Accuracy is one thing, 
vastly annoying hyper- 
realism is another. 


Jp thrilling and promised to set the game 


apart from the pack. 


The interface for issuing commands to your 


team works well, and is simple to use. But you 
can't do much more than ask them to follow or 
stay, and to give to and take from them. 

Admittedly, you don't need them to 
perform anything complicated, since their only 
role is to provide extra firepower and open 
certain doors for you (see Teaming With Life on 
page 078 for more). 

At times, they are unable to bring 
themselves in out of the cold despite moaning 
about it, or move themselves two steps forward 
out of the way of a sentry gun placement. The 
dependable fellas from Conflict: Desert Storm 
(Issue 07, 8.1) need to take this lot away for a 
week of team building. 

The level of trust between you and your 
men extends to little else but a gun fetish. Give 
them a weapon, and they'll gurgle with chuffed 
belief in you. Take it away, and they become 
suspicious. And that's about it. We did, in one 
later level, gain the trust of someone when he 
saw us blowing away some bad guys, but we're 
still not convinced that the idea of faith goes 
much deeper than trading arms. 

If these troops have the ability to think for 
themselves, they rarely show it outside of battle 
where, it must be said, they are relatively 
dependable and accurate. But don't give 


THINGAMY JIGS 
They're all out to get you 


abs! 
^» SCUTTLING TYPE: Mincey-wincey spiders 
that scamper and dart around like problem 
children, pouring out of vents, crevices and 
any other suitable holes. Fairly harmless 
cannon fodder whose biggest threat is the 
amount of ammo you expend on them. 


i Ais 

^* WALKER TYPE: A lumbering, more 
threatening manifestation of the Thing, with a 
form derived from creatures such as dogs or 
men. You can hurt them with bullets, but 
you'll need fire (blowtorch or flamethrower) 
to bring them to a permanent standstill, 


4» CHIMERA TYPE: Patched together from 
several different species, these require some 
concerted effort to barbecue into a harmless 
frazzle. They're so large that they're usually 
rooted to the ground. Most of the boss 
encounters involve these unholy runts. 


^* THE ENEMY WITHIN: Any one of your 
team could be carrying the infection in their 
veins at any time. If they turn, you'll have a 
fearsome Walker type to deal with. Crack out 
the flamethrower and cremate him. Don't feel 
bad about it, he's already dead. 


[3 FIRST HAND EXPERIENCE: THERE'S A SCENE IN THE THING MOVIE WHERE A MAN HAS HIS HANDS BITTEN OFF BY A CHEST WITH TEETH. JOHN CARPENTER FOUND A MAN WITH NO HANDS TO MAKE IT AS ACCURATE AS POSSIBLE. 


»ISSUE DB 027Z 


th th 


TEAMING WITH LIFE 


Meet the squad. They're a bunch of crazy guys 


A GROUP OF up to four men accompany you throughout the game. Most of them will fall prey and become Thing Food as you progress through each level, and some 
of them will just leave as the story progresses. You'll make new recruits, though, usually by rescuing folk during your missions. It's best that you keep them all alive. 


>> THERE ARE THREE 
types of teammate. The 
medic offers health refills 
to those who need it but 
is unable to heal himself. 
Your gunner provides 
intense back up, and 
swears a lot. The engineer 
is essential; he repairs 
junction boxes on doors. 


>> IF YOUR MEN are in 

good health, their menu 

screen personas look 

around calmly. When 

they become slightly 

spooked, they twitch a bit, 

snapping their heads in 

an agitated way. If they 

lose it, they shiver and 

tremble uncontrollably. follow 


B Back 


| 


ng freak." 


IT's 
IT’S 


"a 


NO” 


them flamethrowers, or you're asking for 
friendly fire tragedies. 

Similarly, the level of paranoia that the game 
tries to instil within your team is clumsy and, 
ultimately, pointless. Any one of them could be 
infected with the Thing, but you won't care. For 
starters, it doesn't matter if you've handed them a 
weapon because, if they mutate, they just drop it 
and lumber after you like any other monster. Even 
if they are infected, give them a weapon anyway 
and they'll act as a helpful firepower drone until 
they decide to turn nasty. 

Also, the blood test kits don't work; several 
times we tested someone who gets the all clear, 
only for them to transmogrify into a tentacled 
beastie just moments later. It all seems scripted, 
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^ Always time for www.nudeyladies.net. 


| > 


ih gi 1 


thus removing the sense of paranoia, which 
is a real shame. 

Overall, The Thing is a decent mix of the 
remorseless, nasty terror of Silent Hill 2: Inner 
Fears (see page 082) and the corporate alien 
shenanigans of the classic Half-Life, with an 
emphasis on shooting action. It's lucky that the 
over-the-shoulder perspective works extremely 
well during combat, otherwise you'd be too 
confused during the mutant mash. 

The elements that could have made this game 
truly unique aren't as strong as we would've liked, 
and end up feeling cosmetic. It's still enjoyable and 
a great follow-up to the movie for fans, but 
it's not quite the terrifying game it promised, O 


or perhaps even deserved, to be. 
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>> DESPITE BEING trained 
Marine Corps types, your 
teammates are (you 
hope) only human. The 
sight of a body with its 
vitals leaking out can 
make them puke, wet 
their kecks or even kill 
themselves. You are 
made of sterner stuff. 


>> THERE ARE TWO bars 
under the heads. The red 
represents health, the one 
above shows just how 
trustworthy they find 
you. If it's green, then 
you're a top bloke. If it 
drifts into orange, they'll 
be wary. If it goes red, 
they don't like you at all. 


THE NERDC T 


POWER 

Graphics are well implemented, 
with nice effects. Dolby Digital 5.1 
makes it a spooky experience. 


T GOOD POINTS 


CAUSTIC, TAUT 
ATMOSPHERE 
UNSETTLING USE OF 
SOUND AND MUSIC 
SOME INTERESTING 
NEW IDEAS. 


ExTSJUE 
The setting feels isolated, and the 
creatures are suitably grotty, but 


later lab levels are predictable. BAD POINTS 


IMMERSION 


At times it'll consume you with 4 


terror and panic - at others it feels 
like survival horror by numbers. 


BUT MOST JUST 
DON'T WORK 
HACKNEYED PLOT 


LIFESPAN 


A good blend of adventure, 


Not much more than a dozen 
hours but, as with all story-heavy 


action and atmosphere. Not as 
fresh as we'd hoped, but it still 
provides thrills. 


adventures, you'll want to see it all. 
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>> PREVIOUSLY: Incoming, Issue 07 
>> COMING SOON: Tips - Issue 10 


Zork and Morrowind to the extreme? You decide... 


MYST Ill- 
EXILE 


WORDS: JAMES COTTEE 


i 


iN à 
pasate 
i SOFT 
"ovrt 
A 


m W WW.MYST3.COM 
im ihid 


THE ADVENTURE GAME 
is a dying art. People 
don't want to sit around 
pondering rhyming 
riddles anymore, 
they want cel-shaded 
Armageddon. Thus the 
hardcore gaming 
fraternity will dismiss any 
new champion of this 
noble tradition, and none 
attract more scorn that the multi-million selling 
Myst games. That hasn't stopped them 
appealing to adults, women, even the elderly. 
So what's the appeal? Why do people hurl 
themselves at these glorified point-and-click 
adventures in an age of GeForce 4-driven 
multithreaded mayhem? 


POINT AND 
CLICK through 


different worlds 
to stop a 
madman's plans 
for revenge. 


The game engine doesn't push the Xbox to 
the limit. The background of each scene is 
completely pre-rendered, either static or playing 
on a continuous loop. By moving the left 
thumbstick about, one has a full 360 degree 
field of vision with a fisheye lens distortion. The 
game's technology allows actors to strut about in 
positions relative to background, marrying cut 
scenes with the in-game interface. Beyond these 
minor graphical tricks, the bulk of the experience 
lies in the gameplay. Specifically, the puzzles. 

While modern RPGs are little more than 
exercises in killing orcs and taking their gold, 
adventure games pride themselves in assailing 
players with obtuse mental challenges, each 
more brain-bending than the last. Players 
accustomed to hitting the A button repeatedly 
may find this quite taxing. Each of the five 
elaborate fantasy islands in Myst IlI requires 
intense study and exploration, making for a long 
and involved game experience. Players needn't 
worry that they're rushing through Myst III, not 
unless they cheat. 

Ports from PC are seldom a match for the 
original, but Myst III holds together under scrutiny. 
The controls aren't as smooth, and the FMV can 
be choppy, but it's still the same game. A game 
that your Mum can probably beat you at. 
This isn't one to wheel out to impress your 
mates, but it's still a meaty challenge. 


ie 


A There's a clue in there... somewhere... 


X» PRICE ATTACK 

For the same price, you 
can buy all three Mysts 
in one box for PC. Also, 
navigation in the PC 
version of Myst is easier 
thanks to an inverted 
trackball device known 


as a mouse. ^* You won't have to click one step at a time. 


TRE VERL T 


POWER 

Made to low-end PC spec, and 
actually worse for its translation. 
| Nothing to write home about. 


GOOD POINTS 


STYLE 

| No arguments here - the world of 
Myst is a fruity, exotic multiverse 
of splendor. 


IMMERSION 

Directly proportional to your own 
input - millions worldwide have 
| become addicted. 


LIFESPAN 
Dozens of hand-wringing, head- 
scratching hours of taxing torment. 


A polished, challenging 
adventure game that doesn't 
really belong on the Xbox. 


PREVIOUSLY: Myst IlI dropped on us from out of the blue. 
33» COMING SOON: Tips & cheats 


» HARDCORE: THE MYST SERIES IS SO POPULAR THAT SOME OF ITS FANS DECIDED TO MAKE THEIR OWN QUAKE LEVELS BASED ON THE SERIES' MYTHOLOGY! 


> ISSUE 08 0749 


RENEWS 


It's got a familiar rink to it 


NHL &EDLDA3 


3» SHOW YOUR MATES 
Like NHL 2002 and 
Madden NFL 2003 (see 
page 088), NHL 2003 
has the brilliant card 
collection feature, with 
power-ups and cheats 
awarded for complete 
sets of in-game cards. 


6 


&... TIMBR-GOAL \ 


wa ; 


^* Congrats - you've just earned an NHL card. 


There's an ‘On the Ice’ sound option that 


WORDS: STEVEN BAILEY 


ih 


WHAT, ALREADY? It's 
only been five months 
since we enjoyed NHL 
2002 (Issue 02, 8.2). 
Not to worry, it's not EA 
Sports doubling their 
release schedule, rather 
the case that, due to the 
Xbox launch date, we 
(Australian gamers, that is) 
received 2002 late. And now 

it's back to annual business as usual for the 
franchise. But, anyway, now it's here, what's 
been added to the formula to give it fresh appeal? 

The previous NHL wasn't broken, so this 
update doesn't have anything to fix. Instead, 
a more-of-the-same sprinkling has been dusted 
over the game - more animation, more 
commentary, more relevant statistics, slightly 
improved visuals and the like. 

There are some notable differences too. 
You can now have dynamic control over your 
'deke' (kind of like a wrong-footing feint), and 
the Right thumbstick allows you to direct just 
where you'd like to pretend where you're going 
next with the puck, thus confusing the defender. 

But it feels a bit lame, as the standard auto 
deke done with a single button-press seems to 
work just as well. 


IT'S ICE HOCKEY 
armoured sports 
teams on ice, 
with a puck and 
tiny goals. Full 
sim conditions. 
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replaces the commentary with authentic rink 
noise, and pretty good its too. Finally, you've got 
a Beginner mode where the pundits on the mike 
talk you through the basics, in addition to 
dishing out the brilliantly hammy chit-chat that 
was so enjoyable in 2002. 

Other than that, this game is virtually 
indistinguishable from its predecessor. All the 
extra licks of detail and additions, apart from 
the ‘On the Ice’ option, don't add anything 
particularly noticeable to the proceedings. The 
things that made 2002 great are included in 
2003 - the stunning, heart-stopping ‘breakaway 
cam’, the excellent card collecting (see Bonus 
Info), the satisfying rush of chaining together a 
fluid passing move that climaxes in a blinder 
of a goal and the never-ending attraction of a 
brilliant multiplayer mode. 

NHL 2003 offers exactly the same play 
experience as its Dad, but with up-to-date 
numbers and a handful of smart but inessential 
garnish on top. So it gets exactly the same score. 

Buy this to get the most up-to-date offering 
if you're a huge fan, but otherwise keep 
an eye out for NHL 2002 just in case you 
can find it at a lower price. 


APL Om 


Fie FOR 1 ameua oom am o Ms 


Prrommnrs gl 


REBOUND GOAL 


A Score! Kick back and watch the celebration. 
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POWER 
No special use is made of the 
Xbox pad and, looks-wise, it's not 
much beyond the PS2 version. 


STOLE 
Most authentic hockey sim. All 


aspects of the game, as a TV sports 
entertainment event, are here. 


IMMERSION 
Provided you're into the sport, 
you'll be well into this. Just as 
exciting as watching the real thing. 
LIFESPAN 

So rife with details and stats that it 


could, potentially, last as long as 
your passion for hockey. 


OFFICIAL 


AUSTRALIAN XBO 


GOOD POINTS 


GREAT FUN TO PLAY. 
MILLIONS OF OPTIONS. 
NHL CARDS: GOTTA 
COLLECT ‘EM ALL 

* SOLID MULTIPLAYER 
STUFF, AS PER USUAL 


Ám BAD POINTS 


NO REAL IMPROVEMENT 


OVER NHL 2002. 
4 UNEVOLVED GRAPHICS. 


As fast, furious, entertaining 

and comprehensive as ever. The 
definitive Xbox ice hockey title. 
Non-hockey fans: get involved. 


MAGAZINE 


X» PREVIOUSLY: This the first time up for NHL 2003 


3» COMING SOON: Tips - Issue 09 


> THE ICE AGE: IN HOCKEY'S EARLY DAYS, THE GOALS WOULD BE MADE OUT OF STONES AND A BALL WAS USED INSTEAD OF A PUCK. 


UPGRADE 
YOUR 
WEAPON. 


n 
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REN IIEWS 


4 All the monsters that James encounters are based on distorted human anatomy. Radio interference alerts him to the presence of these straitjacketed nasties. 


Xbox launch pame in Japan, and a PS2 conversion 


to boot, but t 


is is the best survival horror out there 


SILENT HILL 2: 


INNER FEARS 


WORDS: STEVE O'HAGAN 


THE GAME INFORMATION 
BRIEF 


ADULT-THEMED 
HORROR 
adventure in 
which you fight 
monsters and 
solve puzzles. 
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HERE ARE SOME towns you 
just wouldn't want to visit. 
Like Grozny in Chechnya, 
plagued by kidnap gangs and 
trigger-happy soldiers. We can 
add Silent Hill to that list, with 
its permanent blanket of fog and population of 
gibbering monstrosities, it's the kind of place 
Lonely Planet doesn't sell a guide book for. 

But, in the role of James Sunderland, go 
there you must. Your wife, Mary, has sent you a 
letter imploring you to meet her there. Your wife 
Mary, who has been dead for three years. 

What we've got here is a port of last year's 
PlayStation 2 survival horror masterpiece. The 
game has been given an Xbox makeover, tidying 
up the visuals, and including an all-new Xbox- 
exclusive mini-adventure included. 


Alone and armed with your dead wife's 
letter, you set off down the path through the 
woods, which is when the mist descends and 
the noises begin. The choking mist and the 
echoing noises accompany you pretty much 
through your entire stay, creating an atmosphere 
of foreboding that takes weeks to wash off. 

Unlike its contemporaries, Silent Hill 2 
doesn't rely on streams of unexpected shocks to 
keep you interested. Instead, it creates a feeling 
of disorientating unease that grabs you by the 
windpipe and hangs on until you find out just 
what the hell is happening in this damn town. 

Once out in the deserted streets of the Hill, 
it's not long before you run into the town's 
undesirable denizens. And you'd better be ready 
- not for a fight, but for a fright. These are some 
of the most grotesque, freakish monstrosities, 
contorted, shrieking humanoids that can only be 
described as balloon sculptures stuffed with 
sausage meat, grasping at your clothes and hair. 

Disposing of these horrors is a brutal, 
unsophisticated affair. James Sunderland is no 
weapons expert, and most of the shambling 
fiends are not overly blessed in the brain 
department, merely stumbling towards you and 
whatever weapon you have to hand. If you're 
fortunate enough to have a handgun, the fights 
have the feel of summary execution. A few shots 
to put the beast down, and then a firm stamp of 
the boot into their spinal column to finish off. 

Close-range fighting is yet more brutal. Even 
when a fiend has fallen to the ground, you stand 
over it, pummeling it to a pulp until the tell-tale 
pool of rapidly congealing blood assures 
you it won't be getting up for more. 


»» PLAY MISTY FOR ME 


FEAR FACTORY 


y» "FRIGHTS, CAMERA, ACTIONI" 


A thick, cloying fog envelops the entire town. 


Ghostly tendrils of wispish mist obscure your vision, 


lending everything a deathly grey pallor. You feel 
claustrophobic and vulnerable outdoors. 


No location is pre-rendered, meaning the camera 
can take up whatever unsettling angle it likes. 
One minute it's tracking you down a dark hall, 
the next it's perched on a rafter spying on you. 


A At the centre of James’ enigma is a twisted love story. 


Little touches are plentiful. Run for a 
while and James will pant like a racehorse 
when he stops. Walk into a room with something 
to pick up and his head will turn to look at the 
object. And as you walk on wooden floors, stone 
pavements or dusty paths, the sound of his 
footsteps changes to reflect the surface. 

The first puzzles are straightforward but the 
later ones are seriously obscure. Occasionally, the 
brainteasers are breathtakingly original, such as the 
time when a lift grinds to a halt, only for some kind 
of unearthly gameshow to pipe up from your radio, 
providing a vital clue to the puzzle up ahead. 

As much as we love Silent Hill 2, we have 
to admit its shortcomings. For one, this is a port 
of a PlayStation 2 game that's about a year old. 
And despite the brilliantly drawn locations, the 
animation can be flaky at times, meaning it can't 
compete in that department with titles such as 
Enclave. Then there's the brooding pace at which 
the action moves. There are no set-piece shoot-outs 
or armouries of weapons to raid for firepower here. 

On top of this, the game is short. Silent Hill 2 
can be licked in 11 or 12 hours; and the new 
Xbox-exclusive chapter only bolts on another three. 
Despite these shortcomings, it's still the the 
creepiest game ever made. If you're of a sensitive 


type, then seriously think twice about 
buying this. Silent Hill 2 is the video nasty 6) 
of the game world. 


THE NERDE F 


| POWER 

Converted from last year's PS2 Gy 
| original, this is solid but not the 
| prettiest thing on Xbox. 


STILE 

Fantastically claustrophobic and 
fearful atmosphere permeates 
every pixel and sound effect. 


IMMERSION 

If horror is your thing, there's no 
way you'll want to stop before 
you hit the end. 


LIFESPAN 

It's no marathon, and alternative 
endings will only entice the horror 
hardcore to play through again. 


»» OUT OF THE SHADOWS 

Fog creates the fearful atmosphere outdoors; 
inside It's the shadows cast by the faint beam 

of your pocket torch that keep you dripping with 
tension-induced perspiration. 


^. Wood likes to meet ... skull. 


GOOD POINTS 


BROODING TENSION 
FROM START TO FINISH 
UNBELIEVABLY 

BIZARRE MONSTERS 
THE SCARIEST GAME 
MONEY CAN BUY 


£s HRD POINTS 


A BIT ON THE SHORT 


4 SIDE AT 11-12 HOURS 


NOI ENOUGH ACTION 


A work of twisted genius that 
will, sadly, be too slow paced 
for some. Make sure you have 


the lights on when you play... 


AUSTRALIAN 


XEICYX 


MALAZINE 


3» PREVIOUSLY: First Look - Issue 07, page 014 
3» COMING SOON: Hints & cheats 


SLENT HILL ee 


What makes Silent Hill the scariest place on earth? 


> I SAW THIS AND THOUGHT OF YOU: THE STRAIGHTJACKETED MONSTER IN SILENT HILL 2 WAS INSPIRED BY THE GAME'S ART DIRECTOR, MASAHIRO ITO, WATCHING HIS FRIEND WALKING DOWN A DARK CORRIDOR IN A HOODIE, WALKING IN A FUNKY WAY. 


» ISSUE DB O83 
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^* Baddies of this stature don't appear until you get fairly deep into the second act. And we'd bet, after seeing this screenshot, you'll want to get there too. 


Same old RPG routine getting you down? Try it 
without the stats and turn-based stuff - you'll love it 


BALOUR'S GATE: 


DARK ALLIANCE 


WORDS: STEVEN BAILEY 


EXPLORE A 
FANTASY world 
and kill creatures 
to earn cash and 
develop your 
chosen character. 


THE OFFICIAL AUSTRALIAN 
XBOX MAGAZINE 
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NE OF THE NICER things in life 
) is having stuff done for you, 
someone else taking the strain 
| while you reap the rewards of 
i| their efforts. Carting a bin bag 
of stinky undies home to dear 
old Mum on a weekend visit. Sending staff 
members smaller than you to the shop for 
candy snacks. 

Or in a Halo deathmatch, when you turn 
up at the final moments of a fight and pick off 
the almost-dead competitors (no names 
mentioned, Jon 'The Vulture' Attaway). 

This is much what Baldur's Gate: Dark 
Alliance is like. It's a Dungeons & Dragons 
game, but with your Xbox taking care of all the 
spreadsheets and umpteen-sided dice-rolling. 
The intricate statistic-heavy meddling usually 
associated with such games is taken out of your 
hands, and in its place you're given a spiked 
club with which to brain monsters. 


Without this shield of numbers, proving 
yourself throughout your quest involves actually 
bashing things to death with weapons, or 
magicking them into a puddle of bubbling 
fat-'n'-fangs. It's a quest that takes you to the 
root of the terrible evil boiling away under the 
town of Baldur's Gate. 

Gameplay wise, this is a bit like Gauntlet: 
Dark Legacy (Issue 04, 3.9), but much, much 
better. You view the game from an overhead 
perspective, battling from room to room or area 
to area in a series of dungeons and outdoor 
locations, hunting for supplies and quest objects 
in order to eventually rendezvous with a boss 
monster so the next plot point can unravel. 

While the environments themselves are a bit 
cold and static, they're also crisp and detailed. 
Some of them, such as the shimmering ice 
caves, are quite lovely, and the broad range of 
ugly beast enemies you encounter are well- 
animated and not afraid to attack en masse. 

There's a stunning water effect used 
throughout the game. Whenever you or an 
enemy steps into a pool of the wet stuff, a 
gorgeous series of ripples surges and bounces 
across the surface, just like the real thing. 

It's one of the most convincing water effects 
outside of your local lido. 

In addition to looking the part, the quality 
of sound is great, if a little bare. An orchestral 
soundtrack manages to add a bit of drama 
without sounding like Conan The Barbarian. 
Most actions result in some kind of solid sound 
effect; even bashing open a barrel results in a 
meaty, authentic clatter. 

The slick, solid visuals and sound add 
a convincing, other-worldly air to the 


ESESL.EJLIES eS GATE 


TWO MEN AND ONE WOMAN 


And no, it's not what you think 


HAVING JUST THREE characters to choose from seems a bit measly, especially considering how many obscure classes there are in the D&D world. Here, there 
are no battlemages, no dragon masters, no bards - just a fighter, a magician and an archer. But they do provide varied styles of combat. 


eel tae 


[/ ‘Une 34.5) Drop * 
fii) Equip/Unequip:.. A.) Drop ‘© Back Equip/Unequip .. fj Drop 
Jum — 


»» NFIHN 


FIRCFINE FIRCHER 

BOASTING A GOOD balance between ranged and 
melee combat, Vahn's main strengths are archery 
skills. While he's capable with a rusty mace, his 


» KROMLECH 


DWARNIEN FIGHTER 

A SQUAT BALL of muscle, fury and axe blades, 
Kromlech's constitution is stout as they come. 
With no magic powers, his skill with weapons 


» ADRIANNA 


ELNIEN SORCERESS 

MAGICAL PERSONS are traditionally the hardest 
characters to play with, and Adrianna is no 
exception. Utterly dependent on her magnificent 


» 


» 


bow abilities skyrocket as he levels up. Explosive 
arrows, multiple hails and ice enchantments fly 
from his hands like freshly rolled bogies. 


can be improved with such attacks as the Bull Rush 
(super-damaging head-on charge) and Clangeddin's 
Fist (thump the floor with a war hammer). 


skills, she's capable of launching some powerful 
offensives, but only from a distance. Otherwise 
she's a fragile as a slice of Ryvita. 


^* "Stand back! This one's mine. S'been ages since | had a girlfriend." 


game, but there's also significant depth 

to character development, which draws 
you in beyond the on-screen fighting. Baldur's 
Gate: Dark Alliance would still work as a 
playable scrolling scrapper without such 
fiddling, but the addition of customisable 
attributes (or ‘feats’, as the game calls them) 
adds an extra layer of detail that pushes the 
game into our Xbox Elite category. 

As soon as you find a piece of equipment 
or weaponry with an exotic name (Keen 
Scimitar, Warhammer), you'll want to play 
dress-up and see just how these extras 
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improve your character. Seeing him or her 
develop and strengthen makes you feel proud; 
a hallmark of a good RPG. 

You've magic to fiddle with, weapons to try 
out, a dozen stats to work on and enchanted 
jewellery to wear. It's a perfect balance of 
geekonomics, giving you enough options and 


į 


^* Here's the town of Baldur's Gate, under a sleepy spell. 


SRCTER DEVELOP 
i 


Inm 
ius a ls d 


customisable aspects for you to sink your teeth 
into, without drowning you in raw data. 

The game's biggest drawback, however, 
lies in this experience and levelling up. Once 
an area has been cleared of beasties, they 
don't respawn ready to be killed again 
when you return later on. And once 
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> ISSUE DEB DES 


¢ Only one person could have the bed. They drew straws, then blood, for the privilege. 


^^ This is Adrianna's basic flame attack. Good for toasting rats, but feeble against larger creatures. 


eg pge pup guen g g an d Py og. 
[HERE'S RN EHI 


TWO-PLAYER 


D you've soaked up all the booty and 

experience a dungeon has to offer, you have 
to move on. If you feel your character is a bit 
weedy and in need of some extra-curricular 
workouts to beef him or her up, you've got no 
choice but to soldier on. You can't revisit areas in 
order to toughen yourself, and that's the only 
major RPG hook missing from an otherwise 
enticing package. 

Even taking this into consideration, Baldur's 
Gate: Dark Alliance is still playable, responsive and 
accessible. Plus there's an excellent co-operative 
two-player option - an RPG rarity outside of online 
titles - which adds a few weekends to the lifespan. 

This is D&D lite, for those gamers who want to 
mind their intake of stat menus and leap straight 
into the thick of it. It's not really that massive an 
adventure, but the story does convincingly stretch 
over three huge acts. 
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We're not talking complete and utter RPGenius, 
but this an excellent title all the same. Despite 
drawing on a clichéd universe for inspiration, 
background and style, it's a fresh and enjoyable 
game, and one that, like a Twix, you can happily 
share with a friend without getting crumbs over the 
both of you. 

You could hold out for Morrowind if you're 
determined to have some deeper character 
creation and infinite tinkery options, but until the 
review (next issue, hopefully) the quality of that 
title is still unknown. 

The fact is this: along with Conflict: Desert 
Storm (Issue 07, 8.1) last month, Baldur's Gate: 
Dark Alliance is a quality game that manages to 
take a cliquey genre and make it wholly palatable 
for players with little or no experience of 
games of its kind. O 

So, there. You've got no excuse. 
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HEROES LIMITED 


We can do this if we... co-operate! 


^ "I'll gut and skin, you slice and cook..." 


THE THREE CHARACTERS have distinct strengths and styles of 
play, and complement one another well in multiplayer. 
Assuming you and chum choose different adventurers, you'll 
be able to cover one another's weak spots, like a pair of long- 
married vigilantes. One can lash out with spells or a barrage of 
arrows, while the other gets stuck in, chopper first. 


^* Voice acting is great, and free from theatrical melodrama. 


PEE SEE PTT 


POLUER 
Awesome water effects crown 
universally beautiful graphics. 
Excellent audio quality too. 

| STYLE 

| Busty wenches, dwarves, elves... 


It's fantasy-by-numbers, but with 
| some excellent voice acting. 


IMMERSION 

The balance of button-bashing 
| battling and stat-twiddling works 
| to build an involving adventure. 


CRESPIN 

| Not lengthy, but substantial. It'll 
provide plenty of frantic hours of 
role-playing fun. 


T GOOD POINTS 


TWO PLAYERS, TWICE 
THE FUN 

D&D WITHOUT THE 
PAPERWORK 

WATER EFFECTS! 
H2WHOOOA 


BAD POINTS 


B REPETITION CREEPS IN 


4 CAN'T REVISIT AREAS 
TO BEEF UP STATS. 


An absorbing dose of role-play 
gaming that successfully blends 
equal measures of frantic 
action with solid exploration. 


OFFICIA 


USTRALIA 


<BOx MAGA 


3X» PREVIOUSLY: Incoming Preview - Issue 07 


3X» COMING SOON: Tips - Issue 09 


ci 


bet ready to party 


l 1 Uc 
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XBOX MAGAZINE 


^* Detailed replays like this make your best performances even more dramatic when you watch them back in slow motion. It's like American football, The Matrix-style. 


The NFL's greatest coach and commentator returns desired aap e hen culis he 

s a s a s iner points of the selecte: ay, tollowe a 

in brilliant form. And say hello to Al Michaels in... CPU demonstration f how su, Ater hat 
it's your turn to take the snap. It's time 
consuming, but anyone who puts time into 


Football 101 will get a lot out of it. Not only will 
you feel comfortable with your play selections 

j during a real match, you'll also improve your 
timing for passing routes, reading the blocks, 


and running lanes when you're pounding it 
on the ground. 

Mini-Camp easily ranks as the greatest 
addition to any NFL videogame since Franchise 
mode. Mini-Camp is where you take a spin in 
the Madden Cruiser to cities across the US to 
take part in certain drills, be it pocket passing, 
punting, tackling, running and so on, in order to 
earn medals and unlock in-game situations of 
whatever drill you have completed. Not only 


goes a very long way to improving your skills, 
and developer Tiberon really have sacked the 
WORDS: MATT WOLFS NOTHER YEAR, ANOTHER competition with this addition to the series. 
Madden. For many gamers this Of the remaining modes, veterans will 
GAME NEORMATION means a roster update from know what to expect: exhibition games, custom 
ST yanya EA, but for NFL freaks it means situation generator (fantastic for re-creating 
wah taadus ananta stoussen ‘GAME TIME" famous NFL situations such as the final New 
LATEST UPDATE For Madden virgins, the England drive to win last season's Superbowl), 
in the long- RELEASE DATE: OUT NOW = 00005 NFL experience is made a whole lot easier with practice mode, and so on. Create a 
running Madden a a NENNEN new-to-the-series game modes Football 101 player/team/playbook/play is a brilliant option 
series of in-depth uaa SN a NAR and Mini-Camp. Football 101 is a great way for for those diehards who have the urge to create 
American football NFL newbies (and even the veterans) to get a a custom team, but extra praise must be given 
simulations. tt true understanding of how the game is to the inclusion of the Create-a-playbook and 
structured, and how plays are run. Once you Create-a-play modes. Kudos to Tiberon for 
have selected a team, a formation, and a play, making sure it adheres to the NFL rules, 
John Madden will go into detail about the as well as having the foresight to include D> 
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MADDEN NEL 2003 


Interception 


hp” i 


A EIER ANI 


d a 
A Doh! Pass interceptions are made more embarrassing by the dramatic replays. 


BETTIS 


» 3 quick preview mode so you can instantly see 
how your custom made play works in-game. 

However we all know where the meat in the S THE \NERDICT 
Madden sandwich lies, and that's in the Franchise 
Mode. This mode has picked up considerably since 

» » last year. The layout is similar to 2002, where you POLUER 

control the managerial and coaching aspects of your Image clarity is improved upon T GOON POINTS 
team and attempt to take them to Superbowl glory. from previous PS2 editions, but | SEVERAL GREAT 
The improvements come firstly in the ability to play in other than that it's still Madden. TRAINING MODES. 
the pre-season to test out your team's backup players De WN + LOOKS WONDERFUL 
without affecting your NFL standings. STYLE + BELIEVABLE Al 

Another huge addition is the ability to scout the draft + ABSOLUTELY JAM 
class during the offseason before the draft begins. This is PACKED WITH FEATURES 
an exceptional feature, as the coach is now able to get 
intricate details on a particular player before drafting L 
them, and it also increases the chances of picking up any IMMERSION 
late round steals that other teams have overlooked. 

Aesthetically the game has seen minor 
improvements over last year. Gang-tackles are finally 
introduced, and there are a few new animations 
added here and there; besides that, it's the same old 
Madden. Commentary, however, has undergone 
massive improvement, with Madden's Monday Night 
Football cohort Al Michaels replacing the pre-historic 
artefact formerly known as Pat Summerall. Monday 
Night Football sideline eye (candy) Melissa Stark also 
contributes with sideline observations. All is not FICIAL A 
perfect, though, as Michaels suffers from the same 
disjointed commentary that plagued previous titles, 
and Madden himself still uses some of the same 
commentary from two years ago. Still, it's a huge 
improvement and a welcome one. 

If you're an NFL fan, you should've already 
bought this game. If you haven't, put this magazine 
down right now and go to your local store to buy it. 


If crowd noises and large men 
grunting while tackling each other 


are your thing, you've hit jackpot. u BAD POINTS 


n - THE 'RUN' BUTTON 


Deeper than the pacific. There's 4 CHANGING FROM 
so much to do that you won't OFFENCE TO DEFENCE 
even know where to start. 


SUMMARY 
LIFESPAN The best Madden game ever, 
NFL fans will play this for the next worth the look for newcomers 
12 months without a problem. to the game, and an absolute 


There's plenty to play through. must-buy for NFL nuts. 


LUSTR 


ALIAN XB 


Ox MAGA 


If you're an NFL newbie, there are features 
that make it easier than ever before for © >> COMING SOON: Tips - Issue 09 
rookies to hit the turf running. 


>> PREVIOUSLY: We've never covered Mr Madden's new game before. 


> PLATFORM JUMPING: MADDEN GAMES HAVE APPEARED ON THE MEGA DRIVE (NO FEWER THAN EIGHT VERSIONS!), SUPER NES, APPLE Il, 3D0, SEGA SATURN, PLAYSTATION, NINTENDO 64 AND PLAYSTATION 2. THIS XBOX VERSION BEATS ALL OF THEM. NATURALLY. 


> ISSUE DB 084 


"^ 


NO WEAPONS DISCOVERED DURING FRISK 


SEARCH. 


INEC "FHEDON HAS BEEN ALARMED 


^. While most of the time you're best off trying to stay out of trouble, sometimes it pays to go in shooting. 


It's a tough job fulfilling contracts, but someone's 


got to do it. We're recommending you for the task 


HITMAN p: 


SILENT ASSASSIN 


WORDS: JON ATTAWAY 


GAME INFORMATION 


THE 
RIE 


STEP INTO the 
shoes of a 
jobbing hitman, 
taking out targets 
in a clinical, 
ruthless manner. 
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ETTING RID OF any moral 
objections by, say, bundling 
them in a sack and dropping 
them off a deserted pier, 
being a hitman would be 
great. Let's look at the facts: 

a) You get loads of cool gadgets to play with. 

b) You have to travel to all sorts of exotic 

locations to kill wealthy businessmen. 

c) Every day is bound to be a bit different. 

d) The pay is great. 

The only downside is that, according to 
Hitman 2 at least, you have to have a ridiculous 
barcode tattooed onto the back of your head. 
That and the fact you'll probably get killed the 
very first time you mess up. But hey - even that 
beats being a traffic warden, where you get grief 
for actually doing your job right. 


With Commandos 2 (Issue 05, 6.9), Eidos 
took a game series that's commonly associated 
with PC and let it loose on Xbox with mixed, 
if otherwise enjoyable results. Now they've done 
the same with Hitman 2. No harm in that, 
especially when it lets us sample this most 
shady of professions. 

The game starts in an impressively 
unexpected style. Unexpected, because instead 
of plunging straight into a murky, violent hit, 
Agent 47 (the baldy, barcoded hitman of the 
title) is picking tomatoes within the glorious, 
sunny grounds of a church. 

This sanctuary will become familiar as the 
game goes on, because Mr 47 likes to retire 
there between jobs, to feed the pigs and water 
the melons. It's also a handy base for preparing 
for the next mission, studying targets and 
deciding what to take from an ever-increasing 
gun collection. 

Planning is a very important part of the 
game. Through his laptop, 47 receives mission 
details from Diana at the Agency, his mysterious 
employer. She also provides photos and videos 
of the targets, as well as handy maps. The latter 
come in particularly handy, because familiarising 
yourself with mission objectives before 
attempting a hit is often crucial to success. 

Gameplay is similarly thoughtful. 

A methodical approach is required throughout, 
and careful attention must be paid to 
surroundings and equipment to make a hit as 
efficient as possible. Mess things up enough to 
alert nearby guards and chances are Agent 47 
will enter a world of pain. After all, he's 

a silent assassin, not a one-man army. 


BONUS 
INF 

» 

» 

» 


HITMAN 2 


A In this mission you'll need to get your equipment from the truck. Or do you..? 


MIELU TO A KILL D> 
Get into position, Agent 47 


[11 pr E P EUN = £e E i, IE ques qs gen gm gu LU ii 3 js 
FEW GAMES HAVE MADE STAYING 


UNDISCOVERED AS 


It's the danger of being discovered that 

makes Hitman 2 unique. Other games 
flirt with stealth, but few have made staying 
undiscovered such a giddy, exciting experience 
as this. Because being recognised is so 
dangerous, you really don't want to be seen, 
and you have to do everything you can to 
remain undetected. That means killing silently 
whenever possible, then dumping bodies where 
they (hopefully) won't be discovered. 

Disguises are also extremely handy, and 
you're free to steal clothes from your victims. 
But you then need to consider how you should 
behave in your new outfit; act out of turn a 
people will get suspicious. For example, on the 
first mission, you need to enter a Mafioso 
mansion and take out a Don. It's possible to 
enter the enemy grounds dressed as a postman, 
but if you start running around, the guards start 
to wonder what's up with Postie... 

Assuming a disguise and going about your 
business in front of other guards can be an 
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enormous amount of fun. Casually mooching 
through a room full of armed soldiers, cheekily 
dressed in their dead mate's clothing, is as 
nervously exciting as it sounds. Pulling off a 
clockwork hit is satisfying stuff. 

But there are a few little niggles that prevent 
Hitman 2 from hitting the target with 100 per 
cent accuracy, and they're the kinds of thing 
that'll irk some players far more than others. 
For example, looking at the map doesn't pause 
the action, so the game continues around you. 

This is handy for seeing patrol routes and so 
on, but it also prevents you from checking your 
surroundings during a hectic moment, since you 
can be shot while you're map reading. It's 
realistic, but a realistic step too far. Getting shot 
while wondering what to do next is the kind of 
thing that prompts heart attacks, especially if 
the volume's cranked up high. 

More problematic are the missions that 
involve tight time limits, when you must 
be in a certain place at the right time to > 


"NERALS HAVE 
PION TO PINPOINT N 


DIANA — IT APPEARS 
JOINED THE MEETING 
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> ISSUE pg Ost 


THE AMBASSADOR 


With this cold-blooded assassinatio 


S RECEPTION: 


n, you are really spoiling us 


This assignment is great fun, as it involves a party full of posh types. Like the mission in St Petersberg (see View To A Kill on page 091), it's an unfortunate 


military bigwig who has been marked for elm 


^* Understandably, with no invite, you break in. 


ination. 


^* This is where Agent 47 lives. And very nice it is too. 


> perform a given task. Again, these missions 

are realistic, but they're not as much fun as 
the levels that allow you to experiment with 
different tactics. 

One mission, for example, requires you to wipe 
out two army generals meeting in a park. When you 
first start playing it, it's possible to fail before you've 
even decided what you're going to do, because the 
meeting is over in a flash. This forces you to restart 
the mission over and over again, imposing a trial 
and error gameplay method that significantly 
diminishes your enjoyment. Again, it's as it would 
be in real-life, but that doesn't make it fun. 

It's during the missions with no time limits that 
the game comes into its own. Without a pressing 
need to be in a given place at a specific time, you 
have plenty of opportunity to experiment and try 
out your ideas without feeling rushed. Sure, there's 
still an element of trial and error as you work out 
what you can and can't get away with, but this 
doesn't grate so much when time is on your side. 

The extensive array of equipment to try out 
means you'll want to test plenty of strategies, and 
although there generally seems to be one approach 
that works best, it is possible to fulfil objectives in 
different ways. 
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.9 YOU TO 


OUT TWO ARMY GENERALS IN A PARR” 


WIPE 


Hitman 2 is a thoughtful, unusual game with 
a lot to offer players of a logical (and amoral) 
persuasion. Its realism means that every action 
needs to be considered carefully, leading to much 
satisfaction when things go well, but the high level 
of difficulty means that it quite often doesn't go 
your way. 

However, the engaging concept and huge 
amount of things to do prevent the difficulty from 
becoming too off-putting. And, in fairness to Eidos, 
the first three levels boast more gameplay hints 
and slightly reduced enemy Al compared to the 
rest, so there's a conscious effort to ease players 
into the game's complexities. 

Hitman 2 is graphically accomplished, too, 
although some levels look much nicer than others. 
But by far the best thing about the visuals is the 
way enemies react when hit by bullets. It's 
marvellous, with limbs crumpling lifelessly and 
bodies being flipped over handrails with the force 
of a magnum-propelled bullet to the head. 

This clinical violence really suits the game's 
style, making you feel just like a cold-hearted, 
brutal murderer which, with morals sinking 
to the bottom of the river, makes the game O 
something of a success, really, doesn't it? 
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THE AMBAS* 


ADOR MAS GPE NEE THE SAFT 


A That's your target on the left. Get ‘im! 


a 
THE GUARDS HAVE FOU 


POSTMAN 


POLUER 

Makes great use of the graphics 

chip on occasion, and loads nice 
j^ and "e too. 


A stylish front end complemented 
by solid presentation throughout. 
Natty death scenes abound. 


IMMERSION 

The wide range of death-dealing 
gadgets is enticing, but the time 
limits can get nani 
LIFESPAN 

Lots of missions, which will take 
plenty of time to complete. The 
hard tasks may take you hours. 
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X» PREVIOUSLY: Incoming preview - 


THE DEAD 


GOOD POINTS 


FULL OF INTERESTING 
GAMEPLAY IDEAS 
SOME EXCELLENT 
STEALTHY MOMENTS 

p LOTS OF DIFFERENT 

aU TECHNIQUES TO TRY 


rs BAD POINTS 


"9 TRIAL AND ERROR 
4 OFTEN REQUIRED. 


MISSION QUALITY VARIES 


A top-notch, thoughtful game 
that dares to be different. A 
methodical pace and rock-hard 
difficulty are its only drawbacks. 
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3» COMING SOON: Playable demo - Game Disc 09 
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VENGEANCE. 


RENEWS DIRECTORY 


Dilute ı reviews in water and boil the resultant solution et voila - the essence of game le assessment is is created 


2002 FIFA WORLD CUP 
REVIEWED: Issue 03 
PLAYABLE DEMO: n/a 

GAME MOVIE: Game Disc 05 
TYPE: Football 


“A return to form for the franchise... 


the only footy game you need” 


AGGRESSIVE INLINE 
REVIEWED: Issue 07 

PLAYABLE DEMO: Game Disc 09 
GAME MOVIE: n/a 

TYPE: Rollerblading 
“Entertaining, with fresh ideas 
and a lasting challenge.” 


THE XBOX 
GAMES 


ALL-STAR BASEBALL 2003 
REVIEWED: Issue 04 
PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Baseball 


“A fine sim of a (literally) very hit- 


and-miss sport" 


AZURIK: RISE OF PERATHIA 


REVIEWED: Issue 03 

PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Action/adventure 

“A colourful but underwhelming 
fantasy action adventure” 
SCORE: 


BARBARIAN 

REVIEWED: Issue 07 

PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Beat'em up 

"A solid, playable arcade-style 
beat'em up with some very nice 
ideas put into play." 


BATMAN: VENGEANCE 
REVIEWED: Issue 02 
PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Action/adventure 

"Too easy, too samey... Bat-lore 
heavy but has no replay value" 


BLOOD OMEN 2 
REVIEWED: Issue 02 

PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Action/adventure 
"Linear gameplay dampens the 
otherwise vamped-up action 
adventure series" 


BUFFY THE 

VAMPIRE SLAYER 

REVIEWED: Issue 04 

PLAYABLE DEMO: n/a 

GAME MOVIE: Game Disc 03, 04 
TYPE: Action/adventure 


| 
| 
ee 


“Captures the essence of the TV 
series and good enough to 
entertain non-viewers" 


BURNOUT 

REVIEWED: Issue 03 

PLAYABLE DEMO: n/a 

GAME MOVIE: Game Disc 05 
TYPE: Racing 

"A great arcade racer that delivers 
a enjoyably massive dose of 
testosterotainment" 


CIRCUS MAXIMUS 
REVIEWED: Issue 05 

PLAYABLE DEMO: n/a 

GAME MOVIE: Issue 06 

TYPE: Racing 

“A sub-standard, gimmick-driven 
chariot racer lacking in almost 
every way" 


COMMANDOS 2: 

MEN OF COURAGE 
REVIEWED: Issue 05 
PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Strategy 

"Extremely tough... 
comprehensive and rewarding, 
but with some control issues" 


CONFLICT DESERT STORM 


REVIEWED: Issue 05 

PLAYABLE DEMO: Game Disc 07 
GAME MOVIE: n/a 

TYPE: Squad-based shooter 

"A basic but entertaining tactical 
shooter which will provide you 
with some quality war stories." 


CRASH 

REVIEWED: Issue 03 

PLAYABLE DEMO: Game Disc 04 
GAME MOVIE: n/a 

TYPE: Driving 

"Instant, lo-fi, demolition derby 
that's fun for the few hours that 
it lasts" 


CRASH BANDICOOT: 
THE WRATH OF CORTEX 
REVIEWED: Issue 03 
PLAYABLE DEMO: n/a 

GAME MOVIE: Game Disc 05 
TYPE: Platform 

"One of the best cartoony 
worlds... but no new tricks" 


DAVE MIRRA 

FREESTYLE BMX 2 
REVIEWED: Issue 02 

PLAYABLE DEMO: Game Disc 02 
GAME MOVIE: Game Disc 01 
TYPE: BMXing 

"Pulling tricks is fun... poor 
controls spoil the experience" 


DAVID BECKHAM SOCCER 
REVIEWED: Issue 04 

PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Football 

"Outdated footy action that should 
be left alone, even by Becks fans" 


DEADLY SKIES 

REVIEWED: Issue 03 

PLAYABLE DEMO: Game Disc 04 
GAME MOVIE: n/a 

TYPE: Flight sim 

"Not fast or exciting enough to 
fulfil that fighter pilot dream" 


ENCLAVE 

REVIEWED: Issue 06 

PLAYABLE DEMO: Game Disc 07 
GAME MOVIE: n/a 

TYPE: Slice-'em-up 

“Involving, but the catalogue of 
annoyances becomes annoying" 


ESPN WINTER X GAMES 


SNOWBOARDING 2 
REVIEWED: Issue 05 

PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Snowboarding 

"A decent boarding game... a bit 
clumsy to play... lots of features" 


F12002 

REVIEWED: Issue 03 

PLAYABLE DEMO: Game Disc 04 
GAME MOVIE: n/a 

TYPE: Racing 

"Solid, with everything a fan 
could want, but this is merely 
evolution, not revolution" 


FUZION FRENZY 

REVIEWED: Issue 01 

PLAYABLE DEMO: Game Disc 01 
GAME MOVIE: n/a 

TYPE: Multiplayer/party 

"More party pooper than party 


popper... too simple and repetitive" 


GAUNTLET DARK LEGACY 


REVIEWED: Issue 04 

PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Shooter 

"A fun-free game that's sluggish 
and frequently confusing to play" 


GENMA ONIMUSHA 
REVIEWED: Issue 02 
PLAYABLE DEMO: n/a 
GAME MOVIE: n/a 

TYPE: Action/adventure 
“No-frills hack-'n'-slash 
adventure... takes a while to 
crack... fun, but flawed" 


GUN METAL 

REVIEWED: Issue 04 

PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Flight/shooter 

"Enjoyably intense robo-death 
combat - if you can stomach the 
difficult control method" 


HUNTER: THE RECKONING 
REVIEWED: Issue 05 

PLAYABLE DEMO: n/a 

GAME MOVIE: Game Disc 06 
TYPE: Action/adventure 

"A raucous, repetitive rumble... 
good, unclean fun but 
multiplayer is messy" 


ISS 2 

REVIEWED: Issue 03 

PLAYABLE DEMO: n/a 

GAME MOVIE: Game Disc 04 
TYPE: Football 

“Fans should treat this bitterly 
disappointing sequel with caution” 


JAMES BOND 007 IN... 
AGENT UNDER FIRE 
REVIEWED: Issue 05 

PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: FPS 

“Makes you feel like Bond... 
super-stupid bad guy interaction" 


KNOCKOUT KINGS 2002 
REVIEWED: Issue 03 
PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Beat-'em-up 

“An excellently presented but 
scrappy punch-'em-up" 


LEGENDS OF WRESTLING 
REVIEWED: Issue 05 

PLAYABLE DEMO: n/a 

GAME MOVIE: Game Disc 07 
TYPE: Wrestling 

“Nostalgic appeal... causes some 
chuckles in multiplayer” 


MAD DASH RACING 
REVIEWED: Issue 01 

PLAYABLE DEMO: Game Disc 01 
GAME MOVIE: n/a 

TYPE: Racing 

“Just enough Mad, too much 
Dash and not enough Racing... 
frustrating in the extreme” 


MAX PAYNE 

REVIEWED: Issue 02 

PLAYABLE DEMO: Game Disc 05 
GAME MOVIE: n/a 

TYPE: Action/shooter 

“Stylish, repetitive and worthy of 
your time... bullet time is brilliant” 


MIKE TYSON 
HEAVYWEIGHT BOXING 
REVIEWED: Issue 05 

PLAYABLE DEMO: n/a 

GAME MOVIE: Game Disc 07 
TYPE: Boxing 

“Plenty of depth and strategy but 
sketchy and lacking a killer punch” 


GUN VALKYRIE 

REVIEWED: Issue 03 

PLAYABLE DEMO: Game Disc 03 
GAME MOVIE: n/a 

TYPE: Shoot-em-up 

“Not for the faint-hearted... 


intense, skilful action all the way” 


MX2002 FEAT. 

RICKY CARMICHAEL 
REVIEWED: Issue 04 

PLAYABLE DEMO: n/a 

GAME MOVIE: Game Disc 05 
TYPE: Motocross 

“A limp yet slightly enjoyable dirt 
biker with two-player mileage” 


SCORE: 8.7 


cr 


SCORE: 9.3 


NBA INSIDE DRIVE 2002 
REVIEWED: Issue 03 

PLAYABLE DEMO: Game Disc 05 
GAME MOVIE: Game Disc 02 
TYPE: Basketball 

“A decent, playable basketball 
game - but not a brilliant one” 
SCORE: 7.2 


NBA LIVE 2002 

REVIEWED: Issue 02 

PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Basketball 

"B-ball's end-to-end flow is 
somehow distilled into tedium... 
top-notch presentation" 

SCORE: 7.4 


NEW LEGENDS 
REVIEWED: Issue 04 
PLAYABLE DEMO: n/a 

GAME MOVIE: Game Disc 01 
TYPE: Action/adventure 


"A flawed game that quickly 
becomes repetitive and boring" 
SCORE: 4.9 


NHL 2002 

REVIEWED: Issue 02 

PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Ice Hockey 

"Excellent multiplayer game with 
joyful passing and shooting" 
SCORE: 8.2 


NHL HITZ 20-02 

REVIEWED: Issue 02 

PLAYABLE DEMO: Game Disc 01 
GAME MOVIE: n/a 

TYPE: Ice Hockey 
“Great-looking, polished and 
ultimately simple entertainment” 
SCORE: 7.4 


SCORE: 8.5 


SCORE: 9.7 


NIGHTCASTER 

REVIEWED: Issue 03 

PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Adventure/shooter 

“Idea is good, but the execution 
isn't. Not wizard by any stretch" 
SCORE: 37 


ODDWORLD: 

MUNCH'S ODDYSEE 
REVIEWED: Issue 01 

PLAYABLE DEMO: Game Disc 03 
GAME MOVIE: n/a 

TYPE: Platform 

"Fun to play and great to look 
at... brimming with character" 
SCORE: 8.1 


PIRATES: THE LEGEND 


OF BLACK KAT 
REVIEWED: Issue 04 
PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Action/adventure 
"Everything in this game feels 
lazy and uninspired" 

SCORE: 71 


PRISONER OF WAR 
REVIEWED: Issue 06 
PLAYABLE DEMO: n/a 
GAME MOVIE: n/a 

TYPE: Puzzle/adventure 
"Ambitious and intelligent 
strategy game marred by 
camera/control problems" 
SCORE: 7.2 


RED CARD 

REVIEWED: Issue 04 
PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Football 

"Innovative cartoon footy, but a 


SCORE: 9.0 


SCORE: 87 


lack of decent CPU opponents" 
SCORE: 7.5 


SLAM TENNIS 

REVIEWED: Issue 06 

PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Tennis 

"Inconsistent, and with too many 
broken strings, but otherwise 
barely enjoyable." 

SCORE: 67 


SPY HUNTER 

REVIEWED: Issue 04 

PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Driving/shooting 
"Instantly enjoyable, completely 
superficial and often enjoyable" 
SCORE: 6.7 


SSX TRICKY 

REVIEWED: Issue 05 

PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Snowboarding 

"Fast and furious... needed souping 
up to become great on Xbox" 
SCORE: 9.0 


STAR WARS: 

JEDI STARFIGHTER 
REVIEWED: Issue 05 
PLAYABLE DEMO: Issue 06 
GAME MOVIE: Issue 06 
TYPE: Shoot 'em up 

"A healthy dose of enjoyable 
space combat needing more 
action to truly shine" 
SCORE: 74 


STAR WARS: OBI-WAN 


REVIEWED: Issue 03 
PLAYABLE DEMO: n/a 


SCORE: 8.9 


SCORE: 8.5 - 


GAME MOVIE: n/a 

TYPE: Slice-'em-up 

"Yet again, the Star Wars licence 
is wasted on a dodgy platformer. 
Oh the humanity!" 

SCORE: 3.3 


TD OVERDRIVE 

REVIEWED: Issue 04 

PLAYABLE DEMO: n/a 

GAME MOVIE: Game Disc 03, 05 
TYPE: Racing 

"Bad handling and a sad waste of 
a well known licence, but it's a 
fun no-brainer racing game." 
SCORE: 6.8 


TRANSWORLD SURF 
REVIEWED: Issue 02 

PLAYABLE DEMO: n/a 

GAME MOVIE: Game Disc 05 
TYPE: Surfing 

"A lot to plough through... some 
really great water effects... 

not enough variation" 

SCORE: 6.1 


UFC: TAPOUT 

REVIEWED: Issue 03 

PLAYABLE DEMO: n/a 

GAME MOVIE: Game Disc 04 
TYPE: Beat-'em-up 

"A brutal two-player fighter but a 
bit one-dimensional for singles" 
SCORE: 9.0 


WRECKLESS 

REVIEWED: Issue 02 

PLAYABLE DEMO: Game Disc 02 
GAME MOVIE: Game Disc 04 
TYPE: Driving 

"Awesome demonstration of 
what Xbox can do... but not 
enough game in it" 

SCORE: 7.5 


SCORE: 8.8 


SCORE: 97 


FIZZERS 
TO FINOID 


CEL DAMAGE 

PLAYABLE DEMO: Game Disc 03 
GAME MOVIE: Game Disc 01 
TYPE: Racing 

“Looks dreamy and sharp, but 
extremely hectic gameplay makes 
for a terribly frustrating 
experience overall” 


ESPN INTERNATIONAL 
WINTER SPORTS 

PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Winter sports sim 
“Pathetic effort at a sports 
anthology... a game stuck firmly 
in the Ice Age. What a sad waste 
of a great licence.” 


SHREK 

PLAYABLE DEMO: n/a 

GAME MOVIE: Game Disc 01 
TYPE: Platform 

“This cynical and opportunistic 
film tie-in is a plain and 
unrewarding platform game" 


SIMPSONS ROAD RAGE 
PLAYABLE DEMO: n/a 

GAME MOVIE: n/a 

TYPE: Driving 

"A scabby game made bearable 
by its funny voices, but it's a rip 
off of Crazy Taxi. Get that instead." 


What are your favourite 
games? Come up with your 
own Top 5 and mail it to us 
at staff@oxm.com.au 


> ISSUE 08 nas 


BO’ SELECTA 


YOUR TOP SOUNDTRACKS 


HAVE YOU MADE a custom 


soundtrack for your 


favourite Xbox game? Each 
month, we print your Top 


Five playlists for the best Xbox games. 


All you have to do is send it in to us by 
snail-mail or email (staff@oxm.com.au) 
with the subject line "Top Soundtracks" 


TONY HAWK'S PRO SKATER 3 


Here's Bob F. Jackson's top five for Tony 


Hawk's Pro Skater 3. 


HIT OR MISS (NEW FOUND GLORY) 
GOOD VIBRATIONS (BEACH BOYS) 
WAITING (GREEN DAY) 

I'M READY (CAVEMAN) 

A PRAISE CHORUS (JIMMY EAT 
WORLD) 


PROJECT GOTHAM RACING 
Obviously a fan of big floppy hats, 
dreadlocks and sunglasses, Murray 
Golder has sent in his rockin' Top Five 
for Gotham. 


LOVE FOOLOSOPHY (JAMIROQUAI) 
ELEVATION (U2) 

ARE YOU GONNA GO MY WAY 
(LENNY KRAVITZ) 

COSMIC GIRL (JAMIROQUAI) 


EVEN BETTER THAN THE REAL THING 


(U2) 
AMPED 


Five hot dance platters make up Paul 
Stevens’ top mix for Amped. Try it out 
and see what you think. 


PLANT LOVE (DJ QUICKSILVER) 

BITS AND PIECES (ARTEMESIA) 

UP TO NO GOOD (PORNKINGS) 
CAFE DEL MAR (ENERGY 52) 

KING OF THE SWINGERS (CHEETAH) 
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INTS 2 
HEATS 


HERE GOES... 


AGGRESSIVE INLINE 


ISSUE 07, 8.4 
GAME DISC 09, PLAYABLE DEMO 


NO GRAVITY WALL RIDES 

To adjust the game's physics in your 
favour and make those high-up spots 
much easier to reach, enter the following 
code at the cheats menu: 

Up arrow, Down arrow, Up arrow, Down 
arrow, Left arrow, Right arrow, Left arrow, 
Right arrow and then the word ABABS. 


JUICE METER REGENERATION 
Make your juice bar regenerate so you 
never have to search for power-ups by 
entering this at the cheats menu: 

Left arrow, Left arrow, Right arrow, Right 
arrow, Left arrow, Right arrow, Down 
arrow, Up arrow, Up arrow, Down arrow 
and then the word Al. 


INVULNERABILITY 

To prevent yourself from losing juice after 
untimely slip-ups, enter KHUFU at the 
cheats menu. 


PERFECT GRIND 


So that you never lose your balance 


11933/516 


^ No gravity, no problem! 


when performing grinds, enter 
BIGUPYASELF at the cheats menu. 


PERFECT HAND PLANT 

Enter JUSTIN BAILEY at the cheats menu 
to achieve awesome balance and hand 
plant perfection every single time. 


SUPER SPIN 

To double your maximum spin rate, go 
to the cheats menu then enter the 
following code: 

Left arrow, Left arrow, Left arrow, Left 
arrow, Right arrow, Right arrow, Right 
arrow, Right arrow, Left arrow, Right 
arrow, Left arrow, Right arrow, Up arrow 


MAGAZINE 


PERFECT MANUAL 

You won't have to worry about keeping 
your balance when performing a manual 
if you enter QUEZDONTSLEEP at the 
cheats menu. 


UNLOCK ALL LEVELS 

If you're finding Aggressive Inline too 
difficult, enter the following code at the 
cheats menu to unlock the entire game: 
Up arrow, Up arrow, Down arrow, Down 
arrow, Left arrow, Right arrow, Left arrow, 
Right arrow and then the word BABA. 


UNLOCK ALL SKATERS 

There are plenty of hidden skaters to 
unlock if you can complete the 
challenges. If you can't, then simply 
enter this code at the cheats menu: 
Down arrow, Right arrow, Right arrow, 
Down arrow, Left arrow, Down arrow, 
Left arrow, Down arrow, Right arrow, 
Right arrow, Right arrow. 


UNLOCK ALL BACKROOMS 

If you want to access all the backrooms 
without searching for the keys, enter this 
code at the cheats menu: SKELETON 


SLAM TENNIS 


ISSUE 05, 6.7 
BIG HEAD MODE 


To give your character a massive head, 
get into the high score table and enter 
your name as 1BH. 


CONTROL TIME 

To set the time of day to either morning, 
noon, afternoon or night get a high score 
and enter your name as 2TD. 


EQUALISE STATS 

To give your character abilities equal to 
those of even the toughest opponents, 
achieve a high score and enter your 
name as 3ES. 


INFINITE SPECIALS 

To keep your specials bar permanently 
charged, get a high score and enter your 
name as 4IS. 


UNLOCK CRAZY MODE 

To unlock a mode where you have to 
compete single-handed against three top 
players, get a high score and enter your 
name as 5CM. 


^ Ferrero, you're really spoiling us. 


UNLOCK ALL PLAYERS 

To unlock all the hidden players in the 
game, achieve a high score and enter 
your name as 6UP. 


UNLOCK ALL KITS 

To equip your player with all the latest 
sportswear and rackets, get a high score 
and enter your name as 7UK. 


UNLOCK STADIUMS 

To unlock all the stadiums for use in 
exhibition mode, get a high score and 
enter your name as 8US. 


MASTER CODE 
To unlock all the secrets, get a high score 
and enter your name as 9AC. 


GUN METAL 


ISSUE 04, 8.3 
GAME DISC 04, PLAYABLE DEMO 
SUBMITTED BY AL HAJDASZ 


HOW TO TAKE DOWN THE 
BATTLECRUISERS 

Switch into Jet mode and fly out towards 
the cruiser, wasting a few fighters as you 
go. Land on the back of the cruiser and 
transform into the Havoc robot. Destroy 
the turrets on the front and back of the 
vehicle. This will remove the shields so 
that you can destroy the front of the 
cruiser. Be careful not to get hit by the 
main cannon. Instead of attacking the 
main core, head towards the re-energiser 
and transform to let your shields soak up 
damage from the pursuing planes. The 
planes will be so busy attacking you that 
your allies will move in and destroy the 
cruiser's exposed reactor core. 


MORBID EXTERMINATION 
Throughout Gun Metal, you often see 
dinosaur-like wildlife patrolling the 
wilderness. Shooting these creatures with 


^* Let your allies do the work. 


bullets makes them turn into 
bloody chunks. Zap them with 
your light weapon and they keel 
over, leaving behind only a 
skeleton. 


E SET 
DIO FUTURE 


ISSUE 01, 9.0 

GAME DISC 05, PLAYABLE DEMO 
GAME DISC 03, GAME MOVIE 
SUBMITTED BY DANIEL RAYSAN, 
FROM THE FORUM 


EASY 100 TRICK COMBO 
IN FORTIFIED 
RESIDENTIAL ZONE 

From the bottom floor, go up and 
grind up the right-hand side of 
stairwell No.5. When you reach 
the end, jump onto the yellow 
pipe and follow it up to the top. 
Transfer to the red pipe and then 
leap onto the ladder. 
Immediately jump off the ladder, 
then back onto the ladder, 
performing a trick in between. 
Repeat this ladder-jumping 
process 100 times to complete 
the challenge easily. 


A Fortified zone. 


CRASH 

ISSUE 03, 6.6 

GAME DISC 04, PLAYABLE DEMO 
NOTE: Use the d-pad for all 
directions when plugging in the 
following cheats. 


INFINITE NITROS 

Enter the following button 
combination on the loading 
screen, after you have selected 
your car and level: 

Right, Left, A. 


ENEMIES IGNORE YOU 
If you want to make the 
computer-controlled cars turn 
against one another, enter the 
following button combination 
on the loading screen: 

Down, Up. 


TURN OFF NITROS 

To kill those boosts and level 
the playing field, enter the 
following button combo on the 
loading screen: 

Right, Left, Left, A. 


HINTS AND CHEATS SECRETS // CODES // HIDDEN STUFF AND MORE 


A Crash testing. 


TURN OFF ENEMY Al 

Enter the following button combo 
on the loading screen: 

Left, Left, A. 


ENEMIES GET JUST YOU 
To have everyone in the game 
ganging up on you, enter the 
following button combination on 
the loading screen: 

Down, Up, A. 


UNLOCK EVERYTHING 

Enter the following button combo 
on the loading screen: 

Up, Down, Left, Right, A. 


PRISONER OF 
WAR 


ISSUE 06, 7.2 
SUBMITTED BY GOWEB, FROM 
THE FORUM 


FIRST PERSON MODE 

To unlock a first-person camera 
for the entire game, enter 
BOSTON in the cheats menu. 


TOP DOWN MODE 

To unlock a top-down camera for 
the entire game, enter FOXY in 
the cheats menu. 


dà p 
9 y, 
^ Hide 'n' seek, Stalag style. 


UNLIMITED GOODIES 

If you want to skip the 
scrounging, earn infinite currency 
and a complete set of items, 
enter DINO in the cheats menu. 


BECOME INVISIBLE 
Enter the code FATTY in the 
cheats menu and you'll never 
need to be concerned about 
being spotted by guards. 


TINY GUARDS 

To shrink the guards to the size 
of ants, enter the code MUFFIN 
in the cheats menu. 


ADJUST GUARD 
PERCEPTION 

If you want to make the guards 
more perceptive or more 
ignorant, enter QUINCY in the 
cheats menu. 


ADJUST THE DATE 
To adjust the date, enter the code 
DT into the cheats menu. 


UNLOCK ALL CHAPTERS 
Enter GERLENG5 to unlock every 
chapter in the game. 


SPLASHDOWN 

ISSUE 06, 7.4 

NOTE: Use the d-pad for all 
directions in the following cheats. 
Enter all listed codes into the 
cheats menu. 


CHEATS MENU 

On the option screen, hold down 
the Right trigger and press Up, 
Up, Down, Down, Left, Right, Left, 
Right, X, B, X, B. 


F-18 JET TRIALS 
To race against an F-18 Jet in the 
time trials, enter F18 


FMV SEQUENCES 

If you want to unlock all FMV 
sequences in the game, enter 
Festival (case sensitive). 


GHOST TIME TRIALS 

To race against a ghost of your 
currently selected character in 
time trial races, enter SEADOO 
(case sensitive). 


INCREASE AI DIFFICULTY 


Enter AllOutAl (case sensitive). 


INVINCIBILITY 


Enter TopBird (case sensitive). 


UFO TIME TRIAL 


Enter IBelieve (case sensitive). 


UNLOCK ALL CHARACTERS 


Enter AllChar (case sensitive). 


UNLOCK ALL STAGES 


Enter Passport (case sensitive). 


UNLOCK ALL WETSUITS 
Enter LaPinata (case sensitive) at 
the cheats menu. 


A Unlock all the secrets. 


THERE'S NOTHING LIKE a rainy Tuesday afternoon to 
bring out people's hidden abilities and party tricks. 
Everyone was surprised by Ben's ability to name the 


subtitles for all the Halloween and Friday the 13th 
movies, a skill much undervalued by the populace. So, 
as we subsequently asked, if you could give a subtitle 
to Halo 2, what would it be? 


It should be called Halo 2: The Monitor's Revenge. 


Tom Scott, 
from the forum 


How does Halo 2: Attack of the Sea Monkeys sound? 


Helenalover, 
from the forum 


Proclaim a Marine-heavy game with Halo 2: Frontline 


Abe Froman, 
via e-mail 


There are no better titles than Halo 2: The Redeemer or 


Halo 2: Mystery of the Forerunners 
Andywarlock, 
from the forum 


They'd sell more copies by calling it Halo 2: Just Buy It. 


Goweb, 
from the forum 


How's about Halo 2: 'Nuff Said (cynic - Ben 


Ryu, 
from the forum 


Halo 2: Master Chief Is 
Andyleach, 

from the forum 

Halo 2: Floody Hell 
Jon Wort, Wort, Wortaway, 
Staff Writer par excellence 


Bungie should title it, Halo 2: Revenge of the Redeemer. 


Number 117 - John, 
from the forum 


). 


ck Taking No Prisoners. 


A classic sequel title: Halo 2: This Time It's Personal. 


Craggle, 
from the forum 


Why not call it Halo 2: Combat Super Duper Evolved? 
Dancing Shepherd, 
from the forum. 


Halo 2: Return to the Ring is a good title! 


Big Gus, 
from the forum 


NEXT MONTH'S TOPIC: We love to mix it up at the 


Official Australian Xbox Magazine. If you could combine 


two top Xbox games, which would you choose and why? 
Send your top game hybrid ideas via e-mail to: 


staff@oxm.com.au with ‘Your Opinion’ as the subject 


line. Or send it to Your Opinion, Official Australian Xbox 


Magazine, PO Box 1037, Bondi Junction, NSW 1355. Or 


check the forum at www.xbox.com.au. 


> THE NAME OF THE GAME: DOES YOUR MIND GO BLANK WHEN YOU HAVE TO NAME YOUR HALO MULTIPLAYER CHARACTERS? HEAD FOR WWW.GAMESPY.COM/NAMINATOR AND ONE WILL BE CREATED FOR YOU. CURRENTLY, IN CHILL OUT ON OUR HALO-DEDICATED CONSOLE, YOU'LL FIND CRAPPYDROID AND SUPERSLAPMASTER. 
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NEXT MONTH 


In OFFICIAL AUSTRALIAN XBOX MAGAZINE 
IT'S TIME FOR THE BIG TITLES TO COME OUT AND PLAY 
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e pe 


STAFF 

EDITOR KEVIN CHEUNG 
REVIEWS EDITOR ED LOMAS 
NEWS EDITOR GAVIN OGDEN 
STAFF WRITER MAX EVERINGHAM 
STAFF WRITER JON ATTAWAY 
STAFF WRITER STEVEN BAILEY 
ART DIRECTOR SAMANTHA YIP 
ART ASSISTANT ANDREW WEST 
SUB-EDITOR LEIGH COUGHLAN 


CONTRIBUTORS 

WORDS JAMES COTTEE, CAMERON DAVIS, 
MATT WOLFS, RALPH PANEBIANCO, 

FRANK O'CONNOR, STEVE HILL, ALAN MADRELL 
FOREIGN CORRESPONDENTS RYAN THOMPSON, 
RAVI HIRANAND 

PHOTOGRAPHY JAMES CHEADLE, STEVE DOUBLE 


SPECIAL THANKS TO OWEN HUGHES, RICHARD HIRST, 
AARON GIBSON, BLAIR EARL, COLIN BROWN, 
KRISTY SHEPPARD AND TONY ROMA'S. 


IN RESPECTFUL MEMORY OF HO SUN KUEN, WHOSE 
KINDNESS AND STRENGTH WILL FOREVER INSPIRE. 


ADVERTISING 
ADVERTISING MANAGER LEIGH WALTERS 
leigh@derwenthoward.com.au 
PLEASE CALL: (02) 9386 4666 


MANAGEMENT 
DIRECTORS JIM FLYNN, NATHAN BERKLEY 
EDITORIAL DIRECTOR DEBRA TAYLOR 
ADVERTISING DIRECTOR PAUL HARDY 
CREATIVE DIRECTOR KATRINA HONOR 
FINANCIAL DIRECTOR GARY PEROY 


S RIPTIONS 

SUBSCRIPTION HOTLINE 136 116 

ONLINE: HTTP://OXM.MAGSHOP.COM.AU 
ALSO SEE PAGE 050 


DISC PRODUCTION 
SIMON RICHARDSON, DAVID PRATT, 

DAVID NORMAN, WENDY SMITH, SCOTT GILCHRIST, 
NICK BRANSBY-WILLIAMS, KEVIN U YING 


DISTRIBUTION BY NDD 
PRINTED IN AUSTRALIA BY PMP PRINT 


PLUS! 


MORE GAMES! PLAYABLE 


Tony Hawk 4, Yager, Unreal DEMOS! 


Championship, Medal of Honor: Colin McCrae 3, Rally Fusion, Hitman 2, 
Frontline, Phantom Crash, Agressive Inline, Deathrow, Chase 
Battlefield 1942 and loads more! 4 and much more! 


All contents O Copyright Derwent Howard Pty Ltd 2002 
Derwent Howard Pty Ltd 

Official Australian Xbox Magazine 

Derwent Howard Publishing 

Level 3, 5975 Grafton Street 

Bondi Junction NSW 2022 

Australia 

Tel (02) 9386 4666 
Fax (02) 9386 4288 


‘Xbox’ is a trademark of Microsoft Corporation in the 
United States and other countries and is used by 
OXM (Australia) under licence from the owner 
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TURN TO PAGE 044 TO SECURE YOUR COPY NOW! 


The Official Australian Xbox Magazine is written 
and printed by OXM (Australia) under licence from 
Microsoft Corp 


Articles in this issue reproduced from the Official UK Xbox 
Magazine are copyright or licensed by Future Publishing, a 
Future Network plc group company, UK 2001. All rights reserved 
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